
-A^Jf^, PREVIEWED! ALIEN BREED 3D • PUSSIES 
jJ V^. 4» GALORE • WORMS • ELITE III 

REVIEWED! ATR • SKELETON KREW # 
KING PIN • SPEEDBALL 2 CD32 




^ r 



:annon FOODER 
SETTLERS T2 
CHAOS ENGINE 




5ENSI WORLD D* SOCCER PREMIER MGH 3 CANNON FODDER 'J 



19.99 



1 6.99 ALL FORMATS 



19.99 



SAVE 

£6 




THEME PARK 

21.49 or 22.99 A120G 



31 IIJlVflR 



MORTAL KOMRAT ? BEAU JOLLV COMP PGA EUROPEAN TOUR MONKEY ISLAND 2 JUNGLE STRIKE 



25.99 



■mmJ 

rOWEfl ASSflUL) CANNON FODDFR 



#3^ 



ROAD Kl 





18.99 on 19.99*1200 



12.99 



18.99 or 19.99 aijoo 



FLASHBACK 

CRUISE FOR A 

AHOTHCR WORLD 

OPERA DON STEALTH 

FUTURE WARS 



MONKET ISLAND. 

BHD* JONES A LAST 

CRUSADE | LOOM. 

MANIC HAMHQN 

3AK MCKRACKEN 



SUBWAR 2050 CLASSIC COLL. • DELPHINE - LUCAS ARTS 



1 3.99 or 1 9.99 C032 1 2.99 on 21.99 can 20.99 A1200 a cdm 24.99 At2oo21.99 cos? 



< 4 




GUARDIAN l 




20.49 



/taw/ JlitMi 



20.49 



JUNGLE STRIKE BENEATH A STEEL SKY GUARDIAN SIMON THE SORCERER TRIVIAL PURSUIT SUPER STARDUST 

20.99CD32 21.99CD32 19.99CD32 23.99CD32 10.99CD32 18.99CD32 



save 

m ■ £19 





TOP GEAR 2 
19.49CD32 



THEME PARK 

23.99 CD3? 



LtTIL DIVIL 
18.99 C032 
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H0f -. will not wort on tiOO 

Hv%. t600 or 4 1200 
MOM ■ wfWiwfwHi m 41200 
3121 > -III «wfc on 5 12fc 

. . NfWtton 



A1200 GAMES 



■m men vi ; 

ALADDH 

alfreo CHGMN 
ALHM BREED J 

IAN "! • . ... 

■UTI MM' 
■am blows 

BOO< BLOWS GALACTIC 
AIIU'Ai FOOTBALL DELUXE 

chaos MMM 
oviuvtionaoa 
detrot 
oreamweb 

cwycwoAfgitR j 

exu . ... .. . 

MUM 0> GLORV ... 
■ OO'HALi. GLORY 
GUARDIAN 

hEIMCAU 1 BANE A5GARD 

NTCHiBiE MiSSktn 

<$HAR7 LEGiC«l3 OF CHAOS 

JAMES POND CDUICRON 

JAMES PON07S J 

JUNGLE STRIKE 

U0NMM0 

MIGnTI uaj . * . * 



1 e ague edition 
world cured! ron 

pga european tour 
mbu uj4mdni* 
pre wer manager 1 

nauiau. 

SAKRE TEAM 
VtADQW FIGHTER ■ 
31MO'»»00 

HARD DRIVE SUB HAM HEOUH« H.' > 99 

Sim u'( p MtllAMMauMDj l?4B 

SiMGN THF SORCERER Ji 00 

ilMCN THE SORCERER? ZJH 

SKELETON KREW 3\ W 

SOCCER KJD . . 1949 

STAR TREK 3STH AWvlllSAnV 

(HAFO DRIVE OM.V) MM 
y,e /.tH?*fl ;i99 

COUPON DEDUCT CJ ONI*. MAO Jl 

3UPEH STAROlflT IBM 
TF» . 31 W 

TWMWW »M 

TOP C1EAHI1I MB) . . . I74B 
UFO ENEMV lP*"«7WN III* 
WEMBLEY INTO I SOGCER 1T4B 



AMIGA GAMES 



AlHAIN-ajMSTRMCnONSCT 17M 

ABO AIRBUS- raw 

BUCKS VI itMMi MM 

A* SUPPORT- 9 91 

AHIHA' MM 

AUEO BREED 

!CfWER-5SAULTrt1Jt<l il» 
A, iEN BREED - " «8 

*M*JC*.Ov>(EN' TOM 
AU(ilCANCUA[>*'ORS^^*.|N3>£ DM 
ARCADE POOL » W 

ARC*<R MACLEANS ROOl tSIJKIt' M 

AWARD WINNERS ) 

L iXW r/u^^ 

BIJFLINOFORTBiiSS- '?M 

(W'TLCORT-EASKS- IN 

B»TTl( C* BR(TAH-*lrtl I? 49 
BEAU JOLIT COMP 

.;*w>i roooER. settiers 

ENQihE TJ |Ui 
COUPON DEDUCT [4 UNT«. MAR Jl 

BENEATH A STEEL SK* 12 99 

■m-i(ttwmisHi< im 
eon* mows im 

BRUTAL FOOTBALL IH'JHJ >1M 

MMWsrfttatW) »•* 

rtUUP N' BJjmtHM 99 
CAESAR DCLU>E WSQ M M 

CAMPAIGN '0 M 



12 W 



■.i . , 
14 09 

M 99 



OAJMDN FOODER 

. A'i'.'l I. ■ ■ Ill .' 

CAPT-yE J uBERAlON* 

CENTERFOLD SQUARES ■ 

CHAMPTONSOF »*ORT 

>.■..-..■... Ft 
IHTERMATIONAlRUGB" . . 
r ti» MANAGER 
CHAftONSHiP MAN4GER 04 «S 
END OF SEASON DA'A 
CXAMC UANAOER COLLECTION 
EDITION' . .. . . . 

Hl-04 . URUA'E Dl5« 
CHAI^ 1 MANAGER (TAUA 91'M 
CHAC5ENii»*it1Wi 000 
CHUCK ROCK • . AM 

CIVUI3AION 14 41 

CLASSIC COLLECTION - OELPHINE 

•LASHBACX. CRUISE FOR * C0MNM. 

ANOT>-ER AORiD OPERA' ON 
STEALTH. FUTURE WARS JO 49 

CUUWCCOLLICIION ■ LUCAS AHIS 

KM - iSlAI* HOI JCiES A 

tM LAST CRUSADE LOOM MANIAC 

MANSION /AKMCHHACKEN 20 49 

CLUB 'ODTBALL IM MANAGCI" '* 99 

COlOSSUSCfOiSS*- 4M 

COMBAT CLASSICS 1 

SutNT 5ERVIC( i. Fil STEALTH 

WIMMR ISLAND MM 
COMBAT CLASSICS J 

RISI'JR'I WE. CAUPAON 
GLNSHIP 7UOU II M 

COUPON DEDUCT U UNTIL WAR H 



PHHU WNTrHS HUD 

F-2ZA TTCOWI • 
POLICE DMEST 3 

POWER0RIVE 
fO»\(1MONOER - 

rtV* I D*TA DISK iStJKI . . . . 

PREMIER MAIAiiER ! 

IttEMItR MANAGE" J 
PDMCC OF PERSIA 
PPOICT i -SPECUil EDIT ON; 
REACH FOR THE SIKS fltlN 
RISE C* THE ROBOTS . . . 

MAD WH W I 

RGRKF5CW 
RUFF AND TUMBLE 
RUC*. COACH. 

HUGH V LEAGUE COACH .. ., 
«ma«KT i»>f«> 

SECOND 3Aiaj*Utf iNOtl) 9 49 

f*l(5Wl QC4.F to 40 

iCNIiBlE SOCCER iNTEBNA»0«AL 

EDITION U.M 

'iENSBLI «0»«-0 C SOCCEH »* W 
SETTLERS _ 2< M 

StLENT SERVICE J INQI?) II » 

SM CLASSICS S H ' 

M CIT- ;iA3SC. SIM LIFE. 

sjm ani 1 1 ;*« ram neouiRaoi am 



4M 

IB 99 
499 
7)49 
ID 99 
JT 49 
'?99 
»t 
II 49 

14 M 
II M 
l»« 
17 M 
'1 99 
»M 
»19 
4M 
I'M 
IJ49 
ISM 



II M 
t? 99 

nw 

II 49 
IB 

IBM 

BH9 

1H 49 
IIP 
IT. *• 
«U4» 

7B 
IB 49 

499 

HUB) 

1H4> 



t'J « 



II 



CRICKET CAPTAIN iNOPl ' 
CRICKET MASTERS 
DAIiV DOUBLE -ORSt RACING 
DAT.N PATROL 
OESEHI STHI»E 
DETROIT 
DOGFIOHT 
OHIAUWEB . 

PUM 

ElTTE tS>»l 

EUTE i iF«ONlie»i 

E>E OF THE BEHOLDER 

E'E 0* 'HE WE«OlD(R 7 

iDOMARHl 
FitJA STEAL'" FOHTERJ0 

neuisoFOLO"' 

* -A IHIERSJ'O'IA- • i 
lOO'IHUOIREtlORI* 
FOCTTWllOaORV 
'ORMlia I uRAfO "Ri* iSI/Ri 
FORM.AA I MASTERS 
FRONTIER 1ST ENCOUNTERS* 19M 
GOAL'S* SKI AM 
GR*f AM GOOEH IEST MATCH 
QPECi*. 1949 
GUNSinP W« 14 M 

"EARTOFCu-NA 12M 

COUPON - DEDUCT U UNTIL MAR II 
MRCD GUNS ISM 
MSIORf UNE '914 18 *l M 

hOO" (SIJK) AM 
iNOAt.A .ONES FATE OF ATLANTIS 
ADVENTURE , ?4 4B 

INNOCENT «M 
llOUAR Ui-K 9 <9 

JIMM< ««T(a SNOOKFR N01»l 11 40 
JOH<.UADM1S'C"JT9ALlill3«l 10 49 
JUNGLE S"«-E IBM 
4740 .UTOPIA It . 1341 

•Gfl ill J«l 1140 
AlNdiCAJEST* . ... U40 

«NHXTSOFTHlSK> 1140 
, roOBJB OF VAlOLAl .T40lil 1 1 M 
-HSUnS SUH L»RH' I II » 

.flSL«WSUiTlAHR'l. „ I14t 
.ElAiNiS.'ifJ'i ii BM 

\amm> rac raut is>i*> «n 

lORnSOf THE REA.M 7140 
MAN UTD PREM iGE >IAMP5 1|M 

MAN UID M*(Mi(R MTA OSK . IM 

MICRO MACHINES 1S1JK1 II.M 

MOIOPOL'tSIWI ISM 

MOH1AL-OM0A' 1)49 

Winlli "tWIt At ; 73 90 

UfBlORBV 119 

NEWWORlOO'.EMMPNCiS MM 

ON THE BALL 

■ LEAGUE ICON 1IA9 
WORlOIWEOTON l!«9 

OVERDRIVE ..■•» 

OVERLORD „ .. MM 

I1>* EUROPEAN IDfR HM 
POA tOUR DOLF d»I*l HIS 

PIN II ALL DOUBLE PACK 

(■•rl % Bfc.L DflEAJIE IFANH^IES IT4» 



s'mo 1 ' 'he sorcerer 
><-'■ ThE scrcerer ; 

9.1(1 MARKS 
SLEE-SVALKER IS'JKI 
SOCCER KID ISIBD 
SPACE LEGENDS 
iVNG COLIMMIOEX 
MEGA TRAVEL I IA ELRI 

SPECIAL FORCES 
'.-v'tlllOALL I 



31 W 
14 M 
BB9 
999 



SPCH'S WAi'EHi: 

PGA GOLF iND* JW1 ADVANTAQE 
TENNIS EUROPEAN CHAMPS 9J I1M 
SIABLEMASIRS IBM 
STEVE OAViS WORLD 5NOOKEF" 4 M 

STREE'FiGH'ER 1 'S'iKp « M 

SIRKEnMANAOERt 4 00 

SUPER FROG IB M 

SUPER SAIOS 

B>iC'M*FHS . 

EKTRA CARS A TRACKS JAM 

SUPER STREET FIGHTER J • EDM 
SiWiSlJAHNOd U| 

SYNDICATE AS 

THE QREATBST 

JttUV ahites oume 

LURE OF THE TEMPTRESS 1AAB 

THEME PAR* - . ft 4B 

TOP OEAR 7 I' 49 

TORNADO . DBS 

UFO ET9EM>L»*NOWH- BM 
ULI!MA-i5'?KhH01» *M 
iiM.fn-i 2349 
VALHALLA . 1949 
WALKtR |HH ' 90 

WiMR.E> RUGB''JAOUE l/Ai 
WING COMMANDER 1 SM 

WORLD CUP TEAR *4 

GOAL ■ ■ MANAGER 94 . DATA 
OSK STRrHEH SENSIBLE BOCCMtAAS 



WCUD G= tOcnBALl- 

3(EWOU [ 

TOOL i 



M99 



AMIGA CD32 CD's 



" BIT COLLECTION J 

MAOSIVt ! CD 5ET OF CAME S 
DEMOS EDUCATION MUSC AND 
uRAfhICB- .. ... . .. SI) 



•rBITCOHTIKLU'lON 

HUGE FOLIO W VP* r.iXlBmON 
TO iTBTTCOufCTlON* 

air (nwfn 

AKIRA • .... ... 

AlJNMMD towehassala' 

ALIEN BREED ST t OWAk 
ARCADE POOL 

llA'l-l'tl 

BATTLECKSS 

BENEAlH A SKEi S«V 
BENEFACTOR* 
BRUTAL 'OOTBALL 

RIlRBA N' ETUI 

BURBLE ANDSUUt" 



IBM 

»90 



II 99 
109* 
I9W 
71 M 
I9W 
1010 
19 49 



CAJ4VX FODOjEH 
CAPTIVE 3 LIBERA I lOFl . _ i 

CASTLES J 

CD EICHAMOE VOL I 

t «'ENS1VE COM»llATON C* 
SHAREWARE *N1> "UULKT OOMAil. 
SOFTWARE CONTAMSOVER »; 
LM-.-i: LIIiDlll F : PICTURES 

immvBM and i>ames 

CORD VOLUME ' 

'RED DISf.i i t*tf AND 

LOTS OF FVJHAIKWARE • 
CDPO VOLUME > 
FRED MM DBBtBII rM 
PLUS SCOPE DISKS i 30 
AB30 »RC HIVES AND LOTS 
VIORE tO SHAREWARE . 
CDPO VOLUME ) 
FRED ■ SH UiSKS TH«0 AND 
LOTS OF GRAPH*.* VISTA PRO 
DEM LANOSCA»£S AND 
CLAS&CAI BOOKS IE IT* 
CDPO VOLUME 4 
FREO 'SH DISKS Mi >00Q 
OVER "00 FONTS RAVTRACF4G 

UTiu'iES. ABflJ C ATKIM »noc 

COMPTER. 

chaos ■ . 
chuck rock 7 

ll-GENI RATION 
DISPOSABLE HERO 
DIZT*- TMI BRISK 
0R»G(P»STOME 
DREAWEB 

EUTEI(t^lONT*n> 
EXILE 

E«'RA'T0R5 ■ 
IIElDSOFGAORv 

fire and CE 

FLINK- 
FRONIER • 1ST ENCOUNTERS ■ 
FURV OF THE fuhhiES 
GUAII1 «Pi 

HEIMT41I 7 BANE OF ASOARO 
HUMANS I A 3 
AAPOijiH! F MISSION 
IAHE i BOND ) 
JUNGLE S'R"I 
KIC CHAOS 
lAB.BNTHO' IIME 
UMMINOS 

IITII^VH HM 
LOTUS TRH.OGV ILOIIS '. F S> IBM 
MAN L-'D PREM UH CHAMPS 19 W 
MAiltO A«( IB 99 

MiGA RACE - J3M 

MCROCOSM . MM 

MORO'REMCM CO .B TO AOVILTl 
THE FIRS' EVER LAAJQUAGf 

couRfic for the con 

FEA7UHE-, REAl SPEECH 
CCAJPLETEWITHPHTIASEBOC* MM 
NICK'ALDOSOOLF MM 

NOW . GAMES 1. 

100 POSHARf n ARE GAMES • II.M 
NOW . OAIAEB1 

100 PD-BHAREWARE GAMES ■ I»M 

PP4BAIL FANTASCS ISM 

PP4BALL ULUSONS • i»4» 

PIFtA'ES COLD .i 1*41 

ROWERDRIVE 10 M 
PROJECT ■S.EBFi-CHAiLENOE ITM 

RiSE OF THE ROBOTS M M 

FtOAOKU TOM 

SABRE TEAM IBM 

SEEKiWIlROV I'M 

SENSIBLE SOCCER iNTVL DM 

SHADOW FIGHTER • ^1*0 
SIMON THE SORCERER . SM 

SKELETON KREW . 7' M 

SOCCER WD 1»M 

SPIEDBAUI - - IJ4B 

STRIKER 1»M 

5IIBrt»RJ1*ll 71 M 

COUPON ■ DEDUCT 13 UNTIL MAR IT 

SUPER FROG ll M 

SliPtPSTAROUBT IBM 

THEME PAiW • »M 

TOP GEAR 3 19 49 

I RiVlAi PURSUIT 10M 

UFO ENEMY 71 M 

Lt IIMATE BOOT BLOWS 

BOO* BLOWS 

ABOT'BLCTWSOALACTIC IBM 

UNIVERSE 11 M 

V1TAI LIGHT 19 M 

WIMBLE- INTNL. SOCCER TOM 

WilD CL/P SOCCER IBM 
WOUDCUPGOLF . TDM 

KKX "49 

TOOL J IBM 



11 



IBM 
13 M 

11 M 

If M 
HM 
73 W 
I4M 
II.M 
TIM 

tin 

I3M 
IBM 
IBM 
IBM 

■ 9M 
31 « 

■ 949 
79 M 
10 M 
TOM 
IBM 
1940 




VIS1AIMU) 




A1200 APPLICATIONS AMIGA EDUCATIONAL 



BRILLIANCE V 2 ADA. 

rMBACn "ROFf ■■ONAl ART PACKAGE 

3 MB HARD ORTVE REOUMED . MM 

PC TASK V) 

',<lF'V.*t« RC EMiilaTONS-SIEWFOR 

AAAGA A13Q2 BWNDOWSCOMPATimt WHEN 

U&IO WITH AA000 REOvFCS DOS 3 3 OR 

ABOVE 7 MB INSTALLABLE • MM 

VISTA PROIUTEl 

CiEAfj SPEC1AOAAR VKiToAL tvORlDS 
WITH THIS POwFRFLA 3CENER- CREATOR 
ANO ANIMATOR 3 MB. HARD DRIVE HEOUIREO MM 

WORD WORTH V J AGA 

Wt3R0 PUBLISHER EITf RNAl DISK OR 

HARD CMVE REClLPRCO JAM 

WORDWORTH VII AGA 

HORDF'-RLiSHS" n't MUM lOPOUKlfT* 
WORD PUBLISHER PaCHAOE 7 MB ETERNAL 
DM OR HARD DRIVE REOUIREO SI M 



AMIGA APPLICATIONS 



AMDS PROFESSIONAL 

POWERFUL GAMES CREATOR iraSTALlABlE IBM 
AMOS COMPILER PROF f S1IOMA1 

COMPILE 4 "NO SPEEDS UP PRCORAVS 
(VRiTTEN IN AMOS EA5* AMOS O" 

AMOS PRO INSTALLABLE MM 
OAIA5TORE 0ATABA6E ST STEM 

SIMPLE 10 USE FULL* FEATURED 'nDHOUQH 
DATABASE 6>5TEM FE4TURP4G • WORDWORTH 
UKE INTERFACE PiSTALLAmE 44 M 

OELUIEPAMTS 

VEFT. POWERFUL ART ANO ANAMTICP. 
PACKAGE WITH EUTENSTvE FEATURES 
A BEST 3ELLER AND A nn ...... ....... 

MANV FONT AND PRINTING OPTIONS AND 

ANIMATION AND AR* N0UM D 
INSTALLABLE »S» 

DELUXE PAINT • 

EXTENSTVEL' FEATURED DE SON PAINT 

AM AWMATE iN UP TO 40M CDIOU" HAM 

MODE 94STAILABLE *S-M 

DtLUK FAINT ■ °REMER ART DESIGN AAV 

ANIMATION PACKAGE FEAT _.IHV1 Full 34 BIT 

'HUE COLOUR RGB EDRINO 

•MB iNSTAnABlE WORKBENCH 3 04 1 IT M 

OlSKEIPANDflR AF|£K*LEANDEASV 
TO USE DISK □CaSLINu SVS'EM ALLOWS 
BOTH riOP»v *so HARD ORiVE USERS TO 
NCREASE TH£« STORAGE CAPACRT 
(4UMA'K^Ll* iNSTALlABa MM 

final WRITER i RELEASE II COMPREHENSi.i 
«f«SD PUBLISHING S'SHM WUH OVER TW FFIEE 
'VPLIAIES JMBMNiMUM . MDtlRLKII'L 
^COMMENDED HARD D*VE •HO'MEn MM 

HANNA BARBER A ANIMATION WORKSHOP 

EXCELLENT ANIMATION MOMM 'IAPARLE 
O* CWATiNO CARTOONS AND OUALITV 
ANIMATIONS TB.M 

HOMI ACCOUNTS J TOP FEATURED 
PERSOUAl FINANCE -3M All OFFICE MaNai^EP 
AISTALLABLE »M 
HOME ACCOUNT!. n« 0"iG*«AL 
vfcRSONOI FM9 BEST 5Ell MONEY 
MANAGING APPIICAT0N RGTALLABLt AM 

KP4DWOROS1 «UUV FEATURED value 

'OR MONET WORD PUBLISHER INSTAlLABU MM 

MM OFFICE INTEGRATED WORD 

PROCESSOR. SPREADSHEET DATABASE 

AND DISK UTILITIES INSTALLABLE MM 

MONEV MATTERS l-OME ACCOUNTS )| 

MSTALLABlE MM 

PC TABU SiMPvl PC EMULATOR ALLOWING 

«M PC APPLICATONS TO BE "UN OH AMK.A 

NOT SunAB)Uf»WMOOWB 0*1 high END 

APPUCA1ION3 REQUIRES MS DOS 3 J OR 

ABOVE INSTALLABLE M M 

PENPAL EAS" TO USE WCRD PROCESSO" 
WITHMAAflFUNCTiONS INSTALLABLE MM 



NFC • NATIONAL CURRICULUM 

10 OUT OF 10 ■ DRBAM3 TEST 

BMTlHI/Bli r-— - | IBM 

iocuTOFio EF*ai«Hie-iii hc 

MSTALtABLE HUB 

ICOU' OF 'Ii- FPENC- »t*i NC 

ATTAINMENT TAFOETS JA4 iNSIallABlC «M 
10 OUT OF 10 AMOR ESSENTIALS iS Hi 

BUH.DMG FOUNDATIONS FOR MAN* areas 

OF THE NC WSrAliABlJ . _ IBM 

*0lENGllSH|'l.f3) MM 

AOi'l'ENCHUT Ul 14 M 

AOI FRENCH i II-14| IBJB 

ADI FRENCH (I4-I0J 14 M 

Hf GCSE ENGLISH PACK ( 14. Ift _ _ 33M 

ADIOCSE FmKHPAC" (l» HI 30 M 

ADI GCSE MATHS PACK 1 14- l»l TQM 

-r ■. . . . .. . .IM 

ADI JUNIOR READING )4-0> 13 M 

ADI AJNKW READING |B-T) . IM 

ADI MATHS HM1) . I4 M 

A01MATHSli]-i4| 9MB 

FUN SCHOOL * Oit i» W 
FUN SCHOOL 4 (S-»l 

PUN SCHOOL 4 (7>1 . I'M 

FUN SCHOOL SPECIAL 

MERLINS MATHS 1' II) « M 

SPELLING FAIR IT- 1» (IM 

MCRO ENGLISH ll TO ADULT) N L. IB M 1 
MICRO'RtNCHHTOADULT-i NIC 

VRThlPlKH - ISJt 

lACHOGEHMANlBTDAlHHI: IK 

WTTHSPEFCh 1IM 

MCROMATHStll-l HC '9 99 

MCRO SCIENCE IB- 1 NiC ITJt 

NODOVS BIG ADVCRTURC HO INSTALLABLE IBM) 

HOBin SPLA*T*IE |].| EDUCATIONAL 

AC VENTURE INSTAU-ABLE '9 M 



AMIGA BOOKS 



A ii-..'. OFFICIAL STRATEG* GUIDE IBM 

AMOA DAMES. FWTI HPS CHEATS AND 

ADVENTURE SOI unOAIS BBS 

AMIGA HARD CMVES INSOfR GUCE 

A COVPilF "f NSIVE THijROLO- jUIDE 

TD GET PIG THE BEST FMOM *OUH AMIGA 

HAPOOAIVE . . IE.M 

AMOS IN ACTION A COMPREHENSIVE OLAOC TO 
UB**G AMOS W*TM PRACTlCAl EIAMPlES 1IJB 

CANNON FODDER OF*ICV>L GUIDE 1 • M 

! I_*'I',IIS r.fAII-.lTf RTiAWf 5 GOC"! I~lv'i TIPS 
AND POKES FOR OVER 900 COM PUT [R GAMES) U N 

(Yf OF THE BEHOLDER J HP4T BOOK »M 

EVE OF T>BI BEHOLDER HjMt BOOK AM 

OlMSHIP 7000 OFFOAl STHATEGV GUIDE MSB 

INDIANA Xl>(( i AND FATE OF ATLANTIS 
HINT BOOK WALKTHROUGH SOLUTION 
TEAM WITS AND FISTS PATHS 

SPtCIA. RESERVE CLUB VERSKM - IM 

KIDS AMD COMPUTERS PARENTS HAN0BOOX 
LHPM WHAT voijPI CHILDREN COULD ANU SHDU1D 
BE 0OP43 ON HOME AND SCHOOL COMPUTERS '> M 

.. .. ISM 
ISM 



MASTERING AAAGA C 
MA5TEHING AAAGA PRINTERS 

PARENTS GUIDE 10 VOtO OAAItS AA) EACELLENT 
GLIDE TO WHAT (OUR Cm DFIEN ARC PlA )MQ ON 
THEIR CONSOLE GAACS IB 
SECRET OF MONKf ■ SLANO J HINT BOOK 9M 

SECflETC*MOMl(EV-3LAK©Hr»«TBOOK BBS 

5(CF<CTSOFF>«ONTIE»(aiTE7| IM 
5WOTV 7000 OFF iCiAl HAN0BOOK A 
LOMPIIEHjIrtiVE GUIDE TO SAAOTV 7000 WITH 
L 0'? OF HKI'i AND TIPS IS M 



IVNIWIATE PlAvEnsGuiOE 

WING COMMANDER I ANO 7 GUOE BOOK 



HEAVY discounts - ^ 

HUGE range R&a&uh* 
10am to 8pm Daily 

FREE - 16 page (olour catalogue - just phone 

01279 600204 



1%. _1 



SUPER AMIGA CD 
5X-1 BUNDLE 

ALL THE "OWf f AND 

FLEXIMK OP AN umh 

A < FOO C OVfiiNE D WI'H IX 

CAPABILITIES O* * COM 
COMPRISES 

• CD JJ CD CONSOLE 

■ Si-1 EXPANBON MODULE 

■ (ITEFUlAI ) S* OSK OWE 

• ■E'ftGAHC MOUSE. JOYPAC 
PLUS MICROCOSM. CANNON FODDER LBERAIION 

PROJtCl ■ ULTIMATE BOD' BLOWS OSCAn »K> tyOOEHS 

xe wr rvciioc mouse u>' wot" o* o" wcpahem> dsasi 

UPORADIABLl ■• ADDING 

■ EaTRA » MEGABYTES OP HAM FCW 9« I [IN WW) 
. INTERNAL It" HARD ORTVf IA 1300 VSRSONI 
• PULL MOTION *WO (S«D COB «MV CART, 

SUPER AMIGA CD SX-1 BUNDLE 2/0 480,00 






■1, SWIFT 'PJO0 JO'PAD At 

TURBO F'OE 4 
AUIOPIRE 
Mt 

COMPETITION 
PRO E«TRA 

CLEAR BA5E 
'A- ::••£[: 
with Autohre 



riTM 5T 



J AMIGA CD32 



CO BAUD GOiSCl F /(ITH 

Aimi » ait power 

JIB ac COLOURS 'ROM A 
PALLETTE 0* <» ' MIU'0* 

- MB RAW PAST M MHI 
fiWi»C PROCESSOR PLA'S 
AUOO CD ■ VIA ON SCREEN 
fn&PLAYAMD OGITAl 

video co* with optional 
puv adaptor 

| AM.GA CD-32 CRITICAL ZONE PACK 220 00 

. MICROCOSM CANNON 'CODER. LSERA'ON PROJECT 

UtrWATE BOO* HOWS. OSCAB DIGGERS AFC ONE R«0 
IPWV MODULE STOCKS EXPECTED 
IN APR* 19» 




COMMODORE CONTROL 

PAD FOR CO- J? 



13' 



DYNAMICS CONTROL 

FAD FOR CO-3? C5KWII IU« 
SX-T EXPANSION MODULE FOR CD- 32 ...104.99 

TRANS* OHMS CD- XT WTO A FULLY FLMCTlONAl AIJGO 
COMPATIBLE COMPUTER All OWING CONNE CTION Of 
EXTERNAL FLOPPY OfiJVE INTERNAL AND EXTERNAL 
IDE H4RO DRIVE KEYBOARD. MODEM 1 SERIAL DEVICES 
PRINTERS RGB MONITORS AND W TO BUB MEMORY 

K E > BOARD [WHITE) FOR 8JM 99.99 

* MB RAM EXPANSION FOR SI 1 OR A4000 119.91 

EASV INSTALLATION. SUITS ALL A4000 AND SI- 1 

PREMIER COM 64 CENTHE FOR CO-H 9 W-1 «9J9 

STRONG STAND FOR CD-IS AND SX 1 EXPANSION 
UNIT ALLOWING A NEAT AN0 HOY SYSTEM SETUP 
MONITOR STAND AND SUOlNO SHELP 'OR L>SC 
LOADiNO EASY SELF ASSEMBLY 







i REEWHEEL 
STEERING 
WHEEL i DIGITAL i 
SUITS MOST 
DRIVING GAMES 
■Ml 

MEGA GRIP 3 

WITH AUTOFIRE 
11.BS 

BOLUSTICK HANDHELD 

JOYSTICK MCR05WITCHED 
WITH 
ALfOFlRE 



2zx 



-I 



EXTERNAL 3.5" DISK DRIVE 
FOR ANY AMIGA OR SX-1 

SONYCITI/EN MECHANISM 
SaOK FORMATTED QUIET 

HMX QUALITY SUM LINE 

COLOUR MATCHED MCTAl 
"^^^ j^ I I CASE AND LONG 

^^^"^ 1 REACH CABLE 

INTERNAL JS DISK DRIVE POR A5O0 99.99 
INTERNAL 19" DISK DRIVE FOR A409OR A1MO 49.99 



49.99 



KONIA GPtEDKiNG 

JOYSTICK WITH AUTOfTC 

11.99 
OUtCKJOY JET 

Flf.HTFR 

MiCROSWITCHED 
AUTOPIRE 
11.99 

SLIK STICK 

JOYSTICK 




KDHDI SPEEDKING ANALOGUE 

JOYSTICK ENABLES 
PROPORTIONAI CONTROL ON 
. SUITABLE SOFTWARE 
AUTOFIRE 
1*99 



ALPHA CRYSTAL TRACKBALL 

COMPATIBLE WITH All MOUSE 
OPERATON5 
11 99 




[r^ 



QUICKJOY FOOT PEDAL 

FOR ANHOA OR ST 
WORKS WITH JOySTCK 

MOT 



PACK OF 50 
SPECIAL RESERVE 

3 5' DSOD DISKS 
WITH LABELS 

19.99 

PACK OF 10 SPECIAL RESERVE 3 9* DSOO DISKS 
WITH LABELS A FREE PL A3 TIC FLIP TOP DISK BOX 6 99 

PACK OF 10 TDK 3 5" DSOO DISKS WITH LABELS '-9» 
] ■ OtS* HEAD CLEANER 5.99 
HIGH DENSITY DISKS ALSO AT KEENEST PRICES 





QUICK5HOT SOUNDMATE 4 
STEREO SPEAKERS (PAIR) FOI 
AMIGA CO-32 OR PERSONAL 
STEREO VOLUME AND 
BALANCE BASS ANO TREBLE 
BOOST 4W.4W 
MUSIC 
17.99 



SCREENBEAT 1 STEREO 
SPEAKERS i PAIR) FOR 
AMIGA COM OR PERSONAL 
STEREO 
HOT 



SCRFENBE AT MAINS ADAPTOR 

FOR SCREENBEAT SPEAKERS 



TRAP DOOR MEMORY EXPANSION 

Si f AMGA RAM NO CLOCK 'V AOT OR A5O0- 
ft* AMGA RAM ■ ClOC" 'OR 45M CB AIM. 
' MB AM' 1'LUS RAM UPGRADE • CLOCK 

UP AW RAM UPGRADE - CLOCK 
4 MB RAM BOARO «OR A i aci WITH CLOCK 
« MB -""J RAM 'OR Al 300 FAST JtMrj FLOAT1NO 

0.ST UA1"S A ORAPHCS ACCEIERA'ON 
DOUPATIBlE WTM OVERDRIVE HARD DRIVES OS 

LEADS 

AMTI SURGE < WA> 

MULT*lUO EXTEWKW 



Ml 



Hi Fi AUDIO lEAD AMGACOB ST 'O STEREO 
ti i METRES ;.B>->rt PLUGS TD > R«ONO PI uTiSi 
CAN AlSO BE USED TO CONNECT STIREO ^TOEO 
TOrOFI, AND HI-FI SEPARATES TOGETHER 

JOYSTICK SPLITTER CABLE FOR AMIGA OR 81 

CONNECTS IJOYSTICiiS TO 1 PORT T»9 

ROBOSHIPT PVTERFACE POR AMGA OR 1' 

PLUGS MOUSE ANO JOYSTICK INTO ONE PORT I1M 

PORT f (TENSION ADAPTOR FOR AMIGA OR St 
|PACKO'TWOIf»TlNMBYBICM 
AhALOGUE JOYSTICK ADAPTOR FOR AMIGA 

ALLOWS AN" HUM PC JO'fiTC* TO BE USED 

OlH GAMES *HA1 XAT\)HE ANALOGUE CONTRA. IN 

NU*.MOOEMCABl(»4-PPI (CONNECTS f COMPUTERS 

(CP m£AO TO"EaDPlA-**>CNCER1ANQAMES 
SLO AS POPULOUS FAlCON KNIGMT5 OF THE IKY 
FORMULA I GRAND PRlX AND VROOMI < » 

FWTER LEAD (PARAUEH IS METRES I » 

PRWTEPLEAOiPARAlLELISMETRES - 

SCAPT LEAD - AMIGA COS TO TV WITH SCAR' i M 

SCAAT uiAO AMIGA TO TV W"H SCAR' INPUT 9tB 

TV HAD - AMGA CO- X TO SVHS TV OR VIDEO * »• 
J WAY SCAR' SPLITTER ENABLES TWO SCART 

LEADS 10 BE SWITCHED INTO ONE SOCKET IIH 
ma EiTENDER CABLE FOR AtOO OR AKQ PLUS 

U0M TV MONITOR -O BE ■XT9K990 FROM 
BACK O* MACHINE OR FYTEMSKJN TO ROB 

HbMTuR OR DOTtMllt D9BI D9M RU9 
POWER SUPPLY 

I'DEC AMIGA POWER SUP"l • 

5PEOAI COOL RUNNING -RAM^FOWl" "* 

COMPUTER CARE 

ClEAUMQ K.' POR COMPU'EHS 'WITH .ACUUM) IEW 
DUST COVER FOR »0 COLUMN PR«Tf R iCLEAAi 6 M 
DUSTCOVIR'ORAiJXiiCLEARPVd MM 

DUS": OVER FOR AKm rCKAR PVC) , „ >*• 

OUST irOVER FOR ASI* OR ATARI ST ICLEAR PVCl 6 ** 
DUST COVER 'OR MONITOR i CLEA R PVCl S 99 

M3LBE H0LSE HA»OV f^Cf U 5tmf 'OuR MDJSti ■ 9* 
CONTROL CENTRES 

PREMIER '-»- CENTRE FOR AMGA ST«C»iLl 

UHI.ERSAL SlANDPORCOMPUIE" MCMfTOR 

STAND »N0 SHELF FOR EXTERNAL PER^HERALS »99 

PREMIER ■<!'."■■! ' j iE'TRA WiQEi «« 
SOUND SAMPLER 

1ECHNOSOUND TURBO 1 9OUM0 

BAMPLER REAi TIME SPEC I At 
EFFECTS W»*.i> WITH ANY 
AMKkA I MB RAM REOU*E0 U 

FRAME GRABBER 

PROCRAB 94RT COLOUR OMt>TUeR 

jl »• REAL TIME FRAME QRA B —O 
S'STEM DGITISE 5 SiWilE FRAMES 
OR ANIMATIONS 'ROM VCXfO 
SC-.WC1 SUPPORTS .'i Bll I'll 
AND AQA SCREEN MOOES 1U-99 

SCANNER 

JYDEC HANDY SCANNER FOR ANY 
AMGA lOOAOOOPi HCH OUAL<T> 
RESOLUTION. M SUULA'ED 
liRCVSCAiES PaCluOES 
DAA'AE/"»N PW SOFTWARE 909 




5flV£ 



rWlTcTNLV SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN 

Uf r"W* r»c*v» oui *«VpAQ* Ony O jD MagA^P H-Tunnv Each aau* mUM I 

M*ed«n 1(DC eu t«*nWW) *WH» Mfl "PCM09S M "Ml CM «WI lit Knoiiw to 

•Mnoral Hxnot on Up gnoxn M«»t*i am »W no iMgaiia" In buy any***) 
MEMBERSHIP FEES UK K WOBLD 

ONtmitHMimtti 7.00(4.00' 9.00 (..00) 11.00 ff.«oi 

CM fW DX9 nAKM in osuM a Spec* Ritrv* mAg«r«A*C'90o'XSCoupc« 

All pnen mduOe VAT and J-3 worWng day crtibq" » UK martmm 
SoItwbn) tna Mioxwala »<• Df POST Mufwam by WtilU Arrow 
Allow ons or two My* to' prawt) ana twspalcit oT slock nerra 
Wa a»uB coninmaDoni of all ORMHS rocatvefJ 



LYNX 2 HANDHELD ...29.99 




POWERFUL ISBIT 
HANDHELD WITH 

BATMAN RETURNS AT AN 

UNBEATABLE PRICE 
OVER 10 GAMES 
AVAILABLE FROM Eft W 

(Ht i OR I 11*9 

tTERY UFE'SSHORTi 



MEGADKIVE 2 * GAME ...69.99 



3 DO , PEBBLE BEACH GOLF 385.99 



JAGUAR 4 CVBERMOHPH 179.99 



OVERDRIVE V 6 HIGH SPEED HARD 
DRIVES FOR AI2O0 ANO A60O 



THE FASTEST DRIVE EVER REVIEWED BY OT 

15" QUALITY OE HAR0 DRIVE AVE RAGE ACCESS 

TIME t?MS STYLED 10 MATCH AMIGA EASY 

INSTALLATON - PLUGS «TO PCMCIA SLOT AO 

TOOLS AND 1 YEAR WARRANTY [NOW FOR MOD 'OOj 



1,1. 

339 *9 



OVERDRIVE V 6 I TO MB EXTERNAL HARD DRIVE 'OR AMIGA A 1 300 OR ASOO 
OVERDRIVE V 6 490MB EXTERNAL HARD DRIVE FOR AMtGA AI300 OR ASM 
OVEROFOVE v 6 M0 MB EXTERNAL HARD DRIVE 'OR AMKJA A1J00 0R MOO 
INTERNAL HARD DRIVES FOR AMIGA A 1 200 A ASOO 

HARD DRIVES HIGH SPEED J S' DRIVE '6 MS ACCESS TBJE !APPROX| 
VEARWARRANTV KIT COMPLETE AND EASY TO FlT DRIVES 'IAL* PREPARED 
NO'E 'HAT OPENING YOUR AMGA MAY INVALIDATE THE WARRANTY 



INTERNAL DRIVE 5 POR Al 100 OR SX-I 

64 MS WITH 33K CACHE HT.it 
■ MB WITH OAK CACHE '39 99 

IIOMBW'm'.j. ".j w 



INTERNAL DRIVES FOR AMIGA ASOO 

OA MB WITH 12K CACHE 117.99 
BO MB WITH 64K CACHE 'O 90 

Ufl MB WTHMK CACHE 194 Jt 



OVERDRIVE V.9 CD ROM FOR A1200 ... 189. 



■Ml 1 N*AL COROMCPivE COMPLETE WITH 
MTERFACE |PLUGS INTO PCMCIA PORT) RUNS 
MOSTEIrSlTtNGCC USOFTnAHl ALMOST ALL 
FUTURE RELEASES PHOTO-CO COAUDOANO 
CO.G DISCS DCUBIE SPEED MULTi-SESSON 
DRIVE UNIT WITH MOTORiSEO TRA. LOADING 
COMPLETE WiT"E.'fRNAL PO-ER SUPPl- AM 
UTUThaS DRI VERS C*S- AMQA AND CD AuOO 
CAN BE MIXED 



<D ROM FOR AUOO 



alT a KEOAMOUSE I » EataV DISK 4 

40Q aooOp.. «QH T I^R" O'SK BOi 

A -W* JggSS 

EKUP5E MOUSE | — *"~™""»"9JB MEOU 

MICROSWITCHED tBT^^J JOiC) 

t90 DP! 10.99 BJ 



LOOK 
3 S"EED MOUSE 

1 M ICROS Vi> T C HE O 
BUTTONS 
11*9 



ALP A OV'ICAL MOUSE 

XODP' NO MOVING 
PARTS VERY SMOOTH 
99J9 




CD STORAGE 

IX (10) 
FUP TOP 3.99 
BOX ».S-['») 
HE. DIVIDERS 9.99 

MEDIA UFE DRAWER 

0 CAPACITY 

ISKS 19.99 

MEDIA LIFE DRAWER 

30 CAPACITY CD 14.M 

DELUXE DISK BOX 

HOLDS IN 3 5* DISKS 
with DIVIDERS 9-99 



MUUSE MAT HUH 

SPONGE BACKING 
499 



1 U 



SONY KVM1400 14" FST COLOUR 
SCART TVWONITOH WITH REMOTE CONTROL 

BOCKANNt. REAR SCART INPUT 

MEAiyXM SOC-ET TWO POSITION TILT fiLAC* 
I Mill RUN SCREEN LOOP ASRlAi FREE SCAM' -IAD 

SONY KVM1400 (GREY) 194.99 

SONY KVM1401BL FASTEXT 244.99 

SHARP 14- COLOUR TV MONITOR 

SHARP 14" WITH TELETEXT. 

S»ARP SCART TViMONi'OH WITH R« MIME 
REAR SCART INPUT ON SCREE* 



199.99 
IB4 99 

DNTROL AO CHANNEL TUNING 
CP" TIMED 'RE ( SCARTUUD 



FREE SCART 

iS'A'E AMKiA QCOt ST. MEQA 



£>/7 . I 



LEAD WITH TV'S — 

.i.i i OH I jA-ZUAf 6NEB OH 3O0> 

MICROVITEC 1438 
MULTI-SYNC MONITOR 

FOR AMQA A1KOAA000ORPC WTH 
STEREO SPEA»(H5 AND AMIGA AJJAPIC 
031 DOT PlTCx IWSOIUTIO" i*P*.RGB 
DIN "VUG SUITS ALL AMGA AGA AND ALL 
PC SCREEN MOOES TO SVGA 
I .EAR WARRANTY 282 99 



BEST 



CO WALLETS 

WITH INDIVIDUAL 
ftUOEC POCKETS 
IDEAL FOR USE IN 
HOME OR CAR 

l» CAPACITY. 13.91 
34 CAPACITY. .9.99 



PHILIPS CM8833 MKII 199 99 

14' COLOUR MONITOR WITH BUK.T IN STEREO 
SPEAKER5 i RE QUIRES LEADI 

MONITOR LEAD JDO 'O CM9BJJ MKII .. . 
MONITOR LEAD - CD)) TO CMBB33 M01 . 
MONHORlEAO AMGA 'O CMBB» MWi 
MONITOR LEAD JAGUAR TO CMBBU MKII 

MONITOR LEAD • ATARI ST TO CMB9M MO 

MONITOR LEAD M. DRIVE J TO CMBB11 MKII 
MONITOR LEAD -MDRIVEI TO OMaailAR-H 
MONITOR LEAD SNES '0 CMAA3' 



Ova<Mai oidart mull ba paid by e<Mli can! 

Hanmaia name [batlaiy or main i ax ooN auopHxi u ins UN mainland 
Ovaf aaa* luicharga £2 00 oei sonwara itam o» 9S% on ORaW R9991 

EBONY 

(BLOCK CAPITALS paawi 

Nama & AorJrast , 



Phono No 

Ento' moRTborship number (II appNcabla) or 
NEW MEMBERSHIP fef (annual UK ZJKU 

mm . — . 



_Po*Kooe 

Machine . 



nam 



item 



Pieaw use Urn bOA M add arry opnonal 'wl datvary charge 
1 U CMBft Pu»l 40o i-y poitM 

ALL PRICES INCLUDE UK POSTAGE A VAT 
Cneque/P O /AcCBsVMaatercaravSwrtcfk'Visa 



CREOI' CARD 
EXPIRY DATE 



SIGNATURE . 



Hf ran 

(IS-^UE NO 



orx,qu«pty«bieic SPECIAL RESERVE at 
P.O. BOX 847, HARLOW, CM21 9PH 

c. '■■ ■ " ■>■ — •—-I- RiwjaonoiAte^eAi-PRIiH', 

I'Tr.. *"0 jIMil mi, -. ."j, - I UMKtWr SAVE ■ S«."J (ill •■1*1 

PR'JS CORRECT AT trae 0* GOING TO PRES5 1'IKEAOE 

WWn LW. 1 Siwai B«» TH« Mali-9> Sj-lmlijrwrt'. IN1A CWI RPQ 






HUGE (ange oi haidwarc. tallwmt. 
booka paHpharali and leadi NX 
PC. CO Rom. Amiga. C032 Saoa. 
Ninlando. Alail. AppW. Son, Phil 
30O. An official UK product*. 
Or«r 0y poM. or Dy pnone oi 

OtHl tOon la 9am CLUB 

43 Bfoomlield Rd CHELMSFOV1D rwarwlwiMftMi 
The Mailings SAWMIDGEWORTHrmi mairam •uiion 

Over 250,000 people have joined Special Reserve 



ltd pile** 
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CITIZEN ABC 24 PIN COLOUR PRINTER 

FREE PRINTER LEAD 144.99 



FREE EASVSTART 
SOFTWARE 

7* P* «0 COLUMN 19JCP&64LO SLO'l 
DRAFT FONT. 3 vEAR WARRANT* 
THE EASY TO USE PRINTER 



ABC MONO PRINTER 



124 99 



NEW STUNNING VALUE 





CANON BJC 4000 COLOUR 
INKJET PRINTER flel •>9 

80 COLUMN. 6 FONTS. '"TT* * * 
360 DPI RESOLUTION 00 
UP TO 8 PAGES PER MINUTE 
8LMLT IN 100 SHEET FEEDER 
1 YEAR WARRANTY FREE LEAD 

ALL PRINTER PRICES INCLUDE CARRIAGE VAT AND FREE PRINTER LEAD 
PLUS DH3ITA PACK 
WORDWORTH SPECIAL EDITION & HOME ACCOUNTS Id QQ 



FOR ANY AMIGA ONLY WHEN YOU BUY A PRINTER 

PANASONIC KXP713S COLOUR PROPER 34 PlN 200CPS*4 LO 
CANON BJ JOO BUBBLE JET PRINTER JABCPS * TYPEFACES 

OTI2EN TRACTOR FEED "IT FOR CIT13EN ABC PRINTER 

OltfEN PRINTER DRIVER KIT FOR AMIGA - ENHANCES PRINT 
DU5T COVER FOR 90 COLUMN PR PITER I CLEAR PVCl 
PRINTER 5TANO POR ANY PRINTER 



m » 

36 

1? 



COMPREHENSIVE RANGE OF 9— 0119 IN STOCK - PLEASE PHONE 



, t 
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'lease send faulty coverdisks to: 
he One Coverdlsk Returns, Dlskipress, 
InH 7, Willow Court, Bourton Industrial 
•ark, Bourton -on-the-Water, Gloucester- 
hire GLS4 2HQ. Remember, any 
ovordisk problems sent to ua will remain 
nanswered. So, er. 600*1. 
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iiced, stored in a data retrieval system or 
ansmltted by any means, electronic, 
echankal, recording or otherwise with- 
-I the prior permission of Ihe publisher. 
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at well soon, Leachy. 









espite Commodore's 
rather battered and 
bruised, not to men- 
tion metaphorical torso lying 
low once again this month, 
there is at least one company 
willing to plough everything 
it's got into good old ship 
Amiga — Team 17. And 
everything it's doing, we've covered this month in 
a huge great Yorkshire pudding of an extravagan- 
za. We've got Worms (dohl), we've got Alien 
Breed 3D, we've got... ooh, everything. And not 
only that, but the sun's shining too, as Spring 
hoves its rather sizeable head into view through 
our newly-opened curtains. So we're all happy, 
gay, and a good deal prettier than last month. 
And what's that I hear? Hark, it's a pair of Crested 
Grebes mating in Harry's new beard. Mais oui, 
mes amis, due to boredom during illness, our old 
man, er, river, has joined Chief Goatee Matt in the 
almost-there facial hair stakes. A cue for new pho- 
tographs, perhaps? Write in and tell us what you 
think. 'Til next month, then... 

Andy Nuttall, 
editor. 



20 A CUP OF TEA WITH... 

Acid-Software. The acerbic antipodeans 
punch Andy Nuttall in the face and swipe 4 
all the Lincoln Creams. Again. 



9 




22 NATURAL BORN 
KILLERS 

Some people think that violent 
computer games encourage 
/ the likes of you and me to 
hurt and kill each other! Right 
onl As a Christian country we can 
all appreciate how beneficial a cul- 
ture of intolerance, tyranny, 
repression and inequality can be 
to a vigorous society. Anarchyl 

25 WiPS 

Cherry ripel Cherry ripe! Come eat my cherries-o, 
and rill-the-dill-the-dill-o, with a hey down, libel-o. 

39 REVIEWS 

Spring is traditionally a time of 
plenty. Why, you may ask, is there 
then not 'plenty' of new games 
for review in this Spring-flavoured 
issue? Because we're saving them 
all up for next month, that's why! 
Allegedly. 




4 CONTENTS 

Pushing through the topsoil like a lovely snowdrop. 



6 BOOT SECTOR 

The crocuses will be out by now 

8 SPRING-LOADED 
NEWS 

Akira gets up our nose... 
Commodore Cat stuck up tree... 
modore dog left to bake in car... 
frightened of its Shadow! 



WORMS.. ..2 5 



Cans. Bottoms. Martin Luther. Slow. Glow. Lug. 
Just some of the great things we associate with 
worms. But, and this is the incredible part, Team 
17's amazing new shooty- strategy game, called 
\ Worms, features none of these things. No, 
- £f ' instead it draws inspiration from inside a 

,S C '**tc|f| ft certain voun S man ' s head. A chap who 

a posv — * fantasises that hermaphrodites tote very 

Com- — y big guns. It beats me, but there is still 

no sign of the men in white coats. 



12 LETTERS 

Lots of fantastic spring ideas from our read- 
ers. Learn how to 'Hold down Fire' while 
whistling the theme from Hawaii 5-0; how 
to 'move joystick right', while caressing a 
packet of onion seeds... and why Britain's 
stoats are saying 'No!' to Brussels. 

16 FANCY LEAGUE 2 

Win a fabulous weekend for two at any Euro 
pean footballing fixture of your choice! It's 
Fancy Football again, with some different 
bits. This time. 




— — m — 



GAMES FEATURED IN THIS ISSUE 

ALIEN BREED 3D WIP 28 






ALL TERRAIN RACING 



BATTLE FOR THE ASHES 



REVIEW 



UPOATE 



ATR 40 

'Round and round and 
round they go, and 
where they stop 
nobody knows'. Well 
actually that's a bit of a 
lie, because I do know 
where Team 17 's 
supercharged space 
buggies from 
the planet 
Rayzing Kaar ( 
will stop. On 
your Amiga. 

Clever eh? 




WIN LOTS OF 

MONEY!... 82 

Design a Zeewolf level! And win £200! 

The bluebells are exquisite, though 
admittedly extraneous for those wish- 
ing to participate in this competition. 



56 UPDATES 

Remind me of violets. 

58 REPLAYS 

Are coursing with nutritious fluids. 

62 KILL ZONE 

Sticky buds. 

74 CLASSIC TIPS 

Three shakes of a lamb's tail. 



84 PD ZONE 

Have you checked your soil's PD yet? Apparently 
without sufficient PD some plants simply wont 
grow at all. The buggers. 

86 RECOMMENDED 

No competition this month either, Juan AAc Guiness 
from the Isle of Man. But here, just to keep you 
happy, is precisely the sort of question I used to like 
to put in: How many days are there in March? — 
great stuff, eh? How I miss it. 

88 THE ELIZA FILES 

This month the Fluff with the Guff cornered some 
poor sod called Marcus Dyson at a party and 
wouldn't let go of his hand until he promised to 
read her the entire Enid Blyton canon. 

90 NEXT MONTH 

I am waving a white flag. 



BRUTAL FOOTBALL CD32 UPDATE 



CHACS ENGINE 2 



CLOCKWISER CD32 UPDATE 



COMPLETE CHESS SYSTEM REVIEW 



ELITE III (FRONTIER 2) WIP 



FIELDS OF GLORY CD32 UPDATE 



KING PIN REVIEW 



PUSSIES GALORE 



RACKNEY'S ISLAND REVIEW 



REUNION A1200 UPDATE 



ROKETZ REVIEW 



SKELETON KREW REVIEW 



SPEEDBALL 2 CD32 REVIEW 



VALHALLA BEFORE THE WAR REVIEW 



WORMS 



r ALIEN BREED ID- 
Alien Breed's back and this time it's 
Dooml Ish. Sneak down corridors with 
an enormous weapon, and blow the 
naughty aliens away! There's blood! 
There's tension! There's several JCB 
scoops brimming with all manner of 
violent comings and goings — and this 
is the best bit — it only costs 3d! 
Hang on... that can't be right. That 
Would only be about 1p, wouldn't it... 
perhaps the three 'd's are Death, 
Destruction and Dominoes? 




Disks 





VALHALLA: 
BEFORE THE WAR 

Vulcan 



FIRE Access 
options and 
inventory/ ' 
select 

action/object 



LEFT 
Walk 
left/Move 
selector 
left 



UP Walk up/Move 
to inventory 



It doesn't seem that I » 
long ago that we V g g 
were bombarded by \ 
the phrase "It's in my ^*J' 0vei 

pocket." now 'thank- 
fully' replaced with a Ay 
slightly less annoying "I i < 
have it." and "Okey- 
dokey." And what game - , «j 
am I talking about? Well 
it's Valhalla of course. • ; 9 

and though the little 
bugger annoys the hell 1 J w% 
out of me. (and our '© . s V 
Harry, see page 48) I'm *~ 
not stupid enough to presume that 
you don't like a good adventure 
romp. By crikey. 

And so it is that we find ourselves 
presenting you lucky readers with a 
huge chunk of level three to get your 
teeth into — full speech and all. In 
case you're not familiar with the Val- 
halla games, they are. quite simply, 
'plod around a lot and solve puzzle' 
affairs. You control the main char- 
I acter. who must collect 
a/Move a „d utiijje as many of the 
' v objects left around as pos- 

sible. Easy, eh? 

There are a number of 
characters who can be 
chatted to; some giving 
useful information, some 
RIGHT leading you off on wild 
Walk goose chases. Some peo- 



>g agaii 



.f 



"IT'S IN ArtY 

PANEL!" 

1 . MAP. 

2. LOOK AT OBJECT OIRECTLV IN 
FRONT OF INFINITY. 

3. PICK UP/DROP OBJECT DIRECTLY 
IN FRONT OF INFINITY. 

4. USE OBJECT DIRECTLY IN FRONT 
OF INFINITY. 

5. NICE PICTURE OF A JOYSTICK. 

6. ACCESS DISK OPTIONS. 

7. TOGGLE FAST SPEECH ON/OFF. 



» RIGHT 
Walk 
right/Move 
selector 
right 



DOWN Walk down/Return to 
options from inventory 



characters who can be shows your strength, both of which 

chatted to; some giving can be influenced by particular 

useful information, some potions found around the level, 

leading you off on wild Other than that, it all relies on the 

goose chases. Some peo- standard logic found in games of 

pie will ask for items, some this type, and if I tell you any more 

will offer you items. It real- I'll be solving all your problems, 
ly is a free for all. Watch out for strength sapping 

The bar on the left patches in some locations, and think 

shows your stamina/ carefully about everything you hear 

health, while the right bar and see. Right then — off you go! 



Harry has just returned to the office after a week tucked up in bed, resplendent in a 
new lookie-likey goatee beard! It is then with some jubilation, that Matt Broughton 
sits beside his comrade-in-arms once again, and talks crap about our cover disks. Fab! 

r VALHALLA: BEFORE THE WAR FIFA INTERNATIONAL . ^ 
A Vulcan B SOCCER iH 
I Electronic Arts 

m m ^ 



LOADING YOUR DISKS 

1 . Blow gently at the cover disk 
you want to play until, after sev- 
eral millennia, wind erosion caus- 
es the disk to fall off into your 
waiting Of not skeletal) hand. 
2 Put the disk down on the edge 
of a beach near your Amiga until, 
as the tide changes over a period 
of weeks, long shore drift push- 
es the disk into the drive. 

3. Hold the Amiga's plug up in 
the air under a tree until, by the 
law of averages, lightning strikes 
you, powering up the machine 
and loading the superb demo (or 
Valhalla) for you to play. If you 
survive, that is. 

4. Have a jolly dandy time 



The Small Print Bit. 

1. Whilst we here at The One 
make every effort to check the 
coverdisks for all known viruses, 
we can accept no responsibility 
for damage caused by viruses 
which may have escaped our 
attention. So nahl 
2 The One and its retal 
are not liable for any 
unnotified chang 
to the contents of 
the coverdisks 
which may, nay 
might, unfi 
nately 



r. 



L 




p 



I 



ass! Shoot! Man on, 
Gary! Yes, it s football. 
And what football it is. 
None of your 'top-down' or 
'side-on' views here — whoa no. 
Only the best in isometric, nay 
diagonalian action from your 
super-sexy, soaraway The One. 

Having just entered the 
top ten straight in at num- . 
ber two, FIFA Internation- m 
al Soccer is set to revolu- 
tionise safety in the home 
as we know it. And hey! 
' rti not just talking rub- 
bish (yes you are. — 
Andy and Harry). No I'm 
not. While the kids are 
playing FIFA they won't 
be burning down the 
house or taking those 
drugs. See? 
Anyway, we've got a 
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Dull, dully, dull Oulllngton 
Magna. Dullwardly etc. 

fully-playable, one-player 
game for you to get your 
pants into, limited only by the 
fact that it stops after two minutes 
play (well what did you expect, a full 
free game). 

The options page is about as obvi- 
ous as they come, so I'll waste no 
more time explaining how to start 
the game, and get straight on with 
the control method. Have fun. 



OUTFIELD PLAYER WITHOUT BALL 
Sliding tackle, Header. Bicycle 
kick, or Barge — Z or fire 
Change control to player nearest 
the ball, or Tackle if near oppo- 
nent — X 

Shoulder charge or Push — C 

OUTFIELD PLAYER WITH THE BALL 
Shot at goal — C or fire near goal 
(press and hold for harder shot ) 
Directional pass — X or fire in 
midfield (press and hold for hard- 
er pass) 
Chip/lob — Z 

GOALKEEPER WITH BALL 
Throw ball to nearest player — Z 
Toggle direction box on/off — X 
Kick the ball towards direction 
box — C or fire 

GOALKEEPER WITHOUT THE BALL 
(Manual keeper only) 
Dive for the ball — X or fire (with 
joystick to direct the dive) 

GENERAL CONTROLS 
Kick Off — Z. X, Cor fire 
Penalties — 8 to change player. Z, 
C or fire (with joystick for direc- 
tion). Fine. 

PLEASE NOTE: FIFA supports two 
button joysticks and controllers. 
Button two of the con- 
troller replaces key X 
in the above sum- m 



mary. Got that? 
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COMPO CORNER 



Come and get your luwerly 
bargains, kids. Ocean is 
adding four more titles to its 
cheaplicious Hit Squad label. 

In March Jurassic Park and 
Space Hulk will reappear on the 
shelves for the miserly sum of 
£14.99 a throw. They'll be joined 
n May by Cannon Fodder, while 
Syndicate will be released in June. 
Ocean hasn't confirmed the price 
of these two. But they are likely to 
be in the £15 "neighbourhood", as 
the Americans like to say. 



Yes. as promised. Matt has 
finally got our competitions 
sorted out. and so we'd like 
to present you with the first of what 
we hope will become a regular fea- 
ture. Unless, of course. Matt leaves, 
in which case, everything will just 
collapse around our ears. 
AUGUST Winner of the Psygnosis 
compo to win , quite literally, tons 



THE MOON'S 
COMING OUT 



When Commodore 
launched CD32, nearly 
20 months ago. one of 
its keenest supporters was Thalion. 
The company talked loudly and 
excitedly about Ambermoon and 
how this most important game 
was going to do big things on the 
Amiga CD format. 

Since then, though, nothing. 
Although Ambermoon is complete 
and has been released in conti- 
nental Europe. Thalion has been 
reluctant to release the game here. 
Now, finally, (he game is ready to 
ship in the UK. Find out whether it 
was worth the wait in The One 
next month. 



of games (in fact, Psygnosis' entire 
back catalogue): 

Mr D A Pellow, Keynsham. Bristol 

iEPTEMBER Winner of £100 of 
Quasar vouchers from the Rene- 
gade compo: 

Lee O'Conner. Totnes. Devon 
Runt- winner of the silly gun- 
thing that fires sponge balls: 
Thomas Woodward, Bredon, Nr 
Tewkesbury, Glos 

of the Empire compo 
to receive a UCI cinema privilege 
pass: 

Al Douglas, West Lulworth. Dorset 
Steven Proctor, Chester-Le-Street, 
Co Durham 

OCTOBER Ten winners for the Sen si 

ball givaway: 

Mr P Walker, Hessle 

Stephen Andrews, Biggin Hill. Kent 

Mr Edith Gower. Canterbury. Kent 

Paul Wilcox. Guiseley, Leeds 

Paul Johnson. Southport, Lanes 

Ben Hall. R A F. Bruggen BFPO 25 

Steve Woods, Eccleshill, Bradford 

M Derham, Hemel Hempstead, 

Herts 

Guy Cocker. Filey. North Yorkshire 

Well done to all concerned. We'll 
be catching up on the rest of our 
lovely winners next month. 



ROBOTS BROUGHT TO BOOK 



There's a new 
version of Rise T 
Of The Robots I 
on its way. Bit of a l 
strange format this I 
one. hardly any game- I 
play. Let us explain. It I 
comes in a rectangular I 
paper-based casing 
and there are over 300, 
er, "pages" which are 
covered in curious let- 
tering. Apparently you 
are meant to flip 
through them until the 
game runs out on the 



UB DOC] 



was written by Jim 
Murdoch, a longstand- 
ing Mirage associate 
who usually writes 
stuff for the game 
manuals. His approach 
to Rise was to tell the 
story of one character 
— the cyborg he calls 
Coton. Set in the dis- 
tant future. Coton is 
engineered by the 
I sinister Thin Doctor. 
I Only his female 
J assistant senses the 
tragedy of the 



last "page" They're calling it a human inside the robot armour 
paperback. The book has just been published 

The Mm Of The Robots novel by Penguin and costs £4.99. 



ZAPPO COMPATIBILITY 



Want to know which C032 
games will work on your 
Zappo A1200 CD drive? 
More next month. 



KtV: 3 0 Boot No la*l memory Graphics 3.0 
• Fait Bool: Fa»t memory. Graphic* 1.1 • 1 
Joystick in port 1 • * Di«onn«i Moutc • 
load Workbench (irsi 



Wired Chitfcen 
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Okay 
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Team 17 


Okay 


tanihr* Cor» 


Design 


Okay 


leaven 


Grandtlam 


Okay 


Brnejlh a Slwl Sky 


Virgin 


Okay- 


•nan the Lion 
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Okay 


Brutal Sporh Football 


Millennium 


Okay* 


Dubba n' Stl« 


Core Dcugn 


Okay 


Bubble and Squeak 


Audtogenfc 


Okay 


Sump 'n' Bum 


Grand tlam 


Okay 
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Interplay 


Okay- 


Chamber* o< Shaolin 


Unique 
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Generation 


Mi netscape 
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Dark Seed 


Cyberdreaim 
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Death Mavfc 


Alternative 


Okay 


Deep Core 


ICE 
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Ocean 
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Onpcnable Hero 


Gremlin 


Okay 


Donk' 


Supervision 


Okay 


Cmerald Ml run 


Alma t her a 
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Fire & Ice 


Renegade 


Okay 


Fly Harder 


Knwln 


Okay 


Frontier - (lite 2 


Gametek 


Okay* 
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Minduape 


Okay 



AKIRA? 

NOT HERE-A 
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PRIZE AND KICKING 



GREMLIN 

WITH NO STRINGS... 



Gremlin has ■^■■"■h 
shelled out big ' -4 
money for a tool 
which will make their (in-mlin 
sprites walk like men. 

The Motion Analysis system is a 
tool which films the movements of 
humans and translates them into 
3D computer-generated anima- 
tion. Optical pads are placed on 
the body and are filmed by six 
cameras which relay the move- 
ments back to the system. Motion 
Analysis was pioneered in the 
sporting field — particularly tennis 
and diving — to spot weaknesses 
which could be improved. 

Gremlin's James North-Hearn 
explained the decision: "It's no 
good having true colour and 
photo-realistic graphics if they 
move with all the fluidity of an 
early episode of Bod." Fair 
enough, mate. 




ICE Software regarding its forth- 
coming Ah a. i 

"To Matt @ The One 

First of all, my apologies for 
messing you around regarding 
Akira. 

I am now advised that we are 
not releasing copies to journalists 
until our forthcoming trip to the 
USA. 

However as we have already 
sent you a copy (albeit not 
received) I am advised that I am 
allowed to supply you with a copy 
m you can be review it on the fol- 
lowing basis. 

Should you feel that the game is 
not worthy of a score higher than 
H0% (by the way we are totally 
convinced of its quality, graphic 
style and game play) you will hold 
the review until the next issue and 
should you decide that it is "rub- 
bish" GF. you will not print a 
review. 

If the above is acceptable I will 
have a copy with you. by courier, 
within a few hours." 

God Forbid, that we should go 
against the wishes of ICE. So. curi- 
ously, we find ourselves unable to 
print a review this month. Hmmm, 
wonder why that is. eh? 



..BUT WITH ADDED TRANSFERS 



Players of Gremlin's Premier 
Manager 3 have the chance 
to incorporate all the latest 
transfers, suspensions, bribery alle- 
gations and drug abuse charges 
thanks to the new Premier Manag- 
er Multi-Edit System. 

The program comes on floppy 
and. when loaded, changes the 



gameplay of the existing, er, game. 
It lets players key in changes to 
reflect the real league. So, now, 
Andy Cole can move to Man Utd as 
he has in real life. Only don't buy 
him. because without Hughes and 
Cantona the lad will probably 
freeze. The Multi-Edit will be out 
later this month, priced £14.99. 
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oesn't time fly? Is it really a 
year since Live And Kicking 
announced their award for 
best game of the year? No it's not, 
it's more like 10 months. But it will 
be a year come March when the 
ruggedly masculine Andi Peters 
unveils the 1994/5 prize. 

So far the organisers of the ECTS 
(the trade show for the video 
games industry) have yet to 
announce the nominations But we 
at The One are prepared to specu- 
late that Mortal Kombat II, Sensi- 
ble World Of Soccer, FIFA Soccer 
and The Lion King could be in with 
a shout. And if we're pushed into 
discussing cartridge and PC muck, 
I suppose we can grudgingly 
include Donkey Kong Country, 
Doom II and Sim City 2000 as well. 
What do you think? Don't write in 



FIRST PERSON 
FROM CANADA 

Think of the things that 
Canada is famous for. Dan 
Aykroyd. Michael J Fox. the 
mousse, John Candy, mounties, 
Ben Johnson, David 'Kid' Jensen, 
even snow. You'll notice there 
aren't too many computer games 
in there, though. Well, this may 
be about to change. 

Angst is a new product from 
DEM Software. From their rather 
excitable description ("beads of 
sweat roll down your body... ter- 
ror grips your body") and the fact 
that this is a first-person RPG, it 
sounds like Angst is a Doom 
wannabe (see page 28 for more). 

The action takes place deep in 
space where an alien invasion has 
slaughtered every worker on a 
cargo ship except one. His (your) 
task is to battle your way out of 
the maze of hallways to freedom. 
The One will be looking at it just 
as soon as it steps off the plane. 





MMV 



GAMES 
CHART 

TOP TEN 

9 

Q(1)SWOS 

(Renegade) 
Q( — ) Fifa Soccer 

(EA) 

Q(3) Theme Park 
(EA) 

Q(6) Premier Manager 3 

(Gremlin) 
0(4) Cannon Fodder 2 

(Virgin) 
0 (2) Mortal Kombat II 

(Acclaim) 
0(6) Roadkill 

(Acid Software) 
Tower Assault 

(Team 17) 
0 (9) On the Ball 

(League Daze) 

(— ) Delphine Collection 

( US Gold) 



SELLFROG! 

i^pB lectronic Arts has bought 
British developer Bullfrog. 
Bll after seven years of close 
association between the two. 

The deal will apparently make 
Bullfrog worth S45 million. Mow- 
ever, the developer won't lose any 
control — indeed, it is adding to its 
45-strong workforce in Guildford, 
Surrey and may well continue to 
licence some titles to companies 
other than EA. 

Obviously EA will scoop the 
profits of Bullfrog's good work. 
But with the extra cash it has 
injected we can look forward to 
more stuff along the lines of Pop- 
ulous and Theme Park. Hurrah! 




sort of rules apply to the 32-bit 
market, but the base price for an 
A1200 on its own is between £195 
and £250. 

CD32 

Surprisingly there don't seem to be 
too many CD32s available. And 
prices, which start at around £200 
{more with games thrown in) seem 
a little high. But then when these 
sellers bought their machines they 
probably cost £299 or even £349. 

Sorry regional readers, our fig- 
ures are all poncy southern softy 
London prices. We reckon, though, 
that the damage should be even 
cheaper outside of the Smoke. 




TREAT AAE 

ROUGH, IAN 

Yes indeedly doodly! And 
who said the Amiga was 
dead? (Well don't answer 
that actually, we haven't got room 
to print all of the company names.) 
This, guys an' gals, is a taste of the 
future. A little platformy thang 
from Grandslam, Ruffian is due out 
around April time, and features a 
bloke who can spit around a full 
360°. Excellent! Anyway, there's 
not a lot more to tell you at this 
stage, but here are some pictures 
of it to keep you going. Watch this 
space. Until your eyes bleed. 



NEWS STORY 

"VERY POORLY" 

The infamous "Commodore 
News Story" which has 
been a regular favourite on 
these pages for nearly a year is 
being treated in a clinic for the 
slimmers' disease anorexia, say 
close friends and relatives. 

It's alleged that the story hasn't 
put on any weight since last sum- 
mer, when a morsel of information 
about a management buy-out put 
a new spring in its step for a few 
weeks. Since then the item of news 
has just wasted away 

The One has consistently rallied 
round in support, giving regular 
updates. But now the pretence has 
to stop. NOTHING HAS HAPPENED 
FOR AGES. Even recent information 
about an investors meeting in NY 
has failed to halt the lack of inter- 
est. The question remains, though 
why are you still reading this? 




MORE CHEAP THRILLS 
FOR AMIGA F 
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Amiga amigos! Are you ready for this? More for Amiga on 
the PowerPlus label, it's a trio of classic games from the 
masterminds at MicroProse. With mindblowing strategy 
and simulation challenges they'll test your skills to the 
limit. With awesome graphics, FX and action, they'll take 
your imagination to the edge. Yet the price tag still reads 
less than 5^^2SC3 each. 
PowerPlus for Amiga. Amazing! A must! 



SERIOUS SOFTWARE AT CRAZY PRICES 



PowerPlus is published by MtcroProse Lid. Distributed under licence by Digital Integration Trading. Watcbmoor Trade Centre, 

Watchmoor Hoad, Camberley. Surrey. GU15 3AJ Tel 0276 684959. 



Yes! The One's gone electronic! You can e-mail us, now, at theone@cix.compulink.co.uk. 
•Cos we're officially in cyberspace, man, and we look forward to surfin with ya . This is 
the information superhighway, and we've all got our Trawelcards " Or, of course. if you re 
not computer-literate (and if you are, what are you doing reading The One anyway^, you 
can always snail-mail' us at: Letters, The One, 30-32 Farringdon Lane, London EC1R 3AU. 



*X^^^1q As is tra- 
i/ d i t i o n a I 

p Git of the 

\ ^ / Month, we 

\ / \ / have repro- 

duced the 'win- 
ning' letter exactly 
as we received it, typographical 
errors, grammatical mistakes, dodgy 
spelling and all. 

CHALLENGED 

Dear The One 

When I saw the cover of your mag- 
azine my eye's lit up at the sight of 
a demo of Mortal Kombat 2. I took 
the magazine off the shelf sand 
went straight home to play what I 
' knew was going to be a brilliant 
demo from an equally brilliant 
game. I didn't bother to read the 
controls, I didn't even bother to 
check whether it was compatible, 
no, I just loaded it up and waited 
for the title screen to appear. 

And what a waste of time that 
was. Liu bloody Kang! What's the 
bloody point of of giving your read- 
ers a demo of MK2 if you don't 
show any of the new players. 
Instead we're left with Liu bloody 
Kang, probably the most boring 
character in the entire gamel His 
fatality move is a lovely little 
cartwheel, with very little gore. 

I'm not asking for a full version 
— I'm not that stupid — I'm simply 
asking for a demo that SHOWS, not 
necessarily lets-you-ptay, all of the 

NO REPLY 

Dear The One. 

I am writing to inform you of my dis- 
appointment in your coverdisk return 
service. Recently I purchased your 
December issue with the MKII 
coverdisk, in fact I bought it on the 
day it came out. I then rushed home 
only to find that it did not work. I 
rushed the disk off, literally in 
the next post, and have been 



different players. I think the majority 
would be more pleased to see all the 
new characters with all of their 
moves and all the gore than be 
fobbed off with some crappy demo 
that might as well be one from the 
original Mortal Kombat. 

I'm not finished! In your December 
issue you said that a three coverdisk 
version of your mag would cost a 
whopping £4.95. Why? Other maga- 
zines manage to pull it off, and 
might I say, have a lot more pages. In 
fact the only thing going for your 
mag is your sense of humour, which 
I must say. Is very funny. 

I can't understand why your mag- 
azine has all these readers who are 
spending £3.95 for a mag that only 
has two coverdlsks and very little 
else Perhaps you do have a valid rea- 
son for the price needing to be 
increased, even so, this should give 
you more incentive to make better 
use of what little space you have. 

Your 'NOT IMPRESSED' reply was, 
to say the least, very unfair to the 
writer. Perhaps if he had written it 
like that 'Bobby' (Git of the Month) I 
could understand your unfair reply. 
Mr. C. Cavey, in my opinion wrote 
that letter very constructively in com- 
parison with other members of the 
force. This guy even admitted to 
using bad language himself, so It 
wasn't holier-than-thou' crap. Not 
once did he slag off your magazine, 
not once did he nit-pick, but merely 
stated that he was unhappy with the 
misinterpretable phrase. And that it 

waiting ever since. I have sent follow- 
up letters to Diskxpress and received 
no reply. I have had to return other 
coverdisk* {from other magazines) 
and had to wait a maximum of 1-2 
weeks. I hope you can clear up this 
problem as it tarnished an otherwise 
outstanding record in regard to mag- 
azine contents and presentation 

Adrian Rawlings 
Caernarfon. 



wasn't the sort of message that he 
wanted his two kids to misinterpret, 
quite understandably. Instead of 
agreeing with him and letting the 
matter lie, you most likely lost a read- 
er. What's the matter, don't you want 
people to read your mag, maybe you 
don't care? 

I suppose you get kicks out of pub- 
licly humiliating people on minor 
details such as spelling or grammar or 
punctuation in their letters ( I sup- 
pose it's only natural). Just remember 
that the person you humiliate hasn't 
always got as long as you to write 
and doesn't have lots of phrases to 
use. You even get to choose the let- 
ters, for God's sakel I think you 
should be put in your places, after all. 
anyone can humiliate someone with 
the amount of time you have. And 
yet with those advantages you still 
rely on nit-picking like my old English 
teacher. I'd like to see you reply to 
this letter, and yes, that's a challenge! 

Knight P Fourwinds 
Belfast. 

Windy, Windy, (sight when will you 
people learn. The first thing you need 
to do if you wish to pen an effective 
letter of complaint is come-up with 
some facts. Controversial I know, but 
believe me, it helps. The Uu Kang 
fatality on our brilliant MK II demo 
involved him turning into big green 
dragon and biting your head off. And 
a cartwheel. And there was loads of 
blood. I think that the problem here 
is that you're crap at games, mate. 

We agree with you Ade. It's just not 
good enough is it? I really can't apol- 
ogise enough. And, I must say I am 
quite angry with Diskxpress. I know, 
I'll ring them up and threaten them 
with the loss of our business if they 
don't get a new MKII coverdisk in the 
post to you this very instant. I tell 
you what, if you haven't received one 
by the time you read this reply, give 
me a ring and I will drive all the way 



Nextly, what we said was, that if 
we did three coverdisks EVERY 
month, the mag price would proba- 
bly have to go up to £4.95. We 
already produce 3-disk issues at 
least three times a year at no extra 
cost. So you can't read either, then. 
Other magazines might 'pull it off', 
but we're a respectable publication. 

Oh, and Mr C Cavey was a lorry 
driver, not a policeman, so It is 
unwise to compare him with 'other 
members of the force'. Our friendly 
peeler was in fact M. G. Thomas, 
who was, it turned out, disappoint- 
ingly, a bit of a good bloke. And I 
should have thought that what Old 
Cavers' wished to prevent was his 
kids in terpreting rather than 'misin- 
terpreting' the 'misinterpretable 
phrase' in question. Not much brain, 
really, have you Windy old son? 

Finally, though It is great fun to 
publicly humiliate gits like you, it Is 
preposterous to suggest that we 
have longer to compose our replies 
than readers have to write their let- 
ters. You can take as much (or as lit- 
tle) time as you need to write to us, 
whereas we are always working to 
strict deadlines. 

May I suggest you seek out your 
old English teacher and beg his or 
her forgiveness. Anyone who boasts 
such manifest contempt for gram- 
mar, spelling and punctuation is 
going to find it difficult to commu- 
nicate at all. let alone construct a 
lucid argument In writing. 'Eye's lit 
up' indeedl You. Sir. are an Arse. 

to Diskxpress myself, collect the disk 
and then drive all the way to your 
house In sunny Caernarfon and hand 
it to you personally with our love and 
a big box of chocolates. After all, it's 
only fair. 

SUCKING UP 

Dear The One, 

I would just like to say a big 'well 
done' for producing an entertaining, 
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informative and interesting magazine 
without all the rubbish that most 
mags have on their coverdisks. I 
mean, took at all the greats you've 
had recently, just off the top of my 
head; Skidmarks 2. Jungle Strike. Hol- 
iday Lemmings. MKII, Rise of the 
Robots, and every one an exclusive in 
its own right! My A1200 has been the 
centre of my Christmas festivities. 

Anyway, there seems to be an 
extremely dubious feeling in readers' 
letters recently, about whether any 
more Amigas will be made. Surely no 
company would be stupid enough to 
neglect the world's biggest Amiga 
user base! Certainly not Commodore, 
which I hope will arrange an MBO in 
Maidenhead so that we can be sure 
of the continued production of Ami- 
gas in the UK. 

My next point is why do people 
seem to be so biased against soft- 
ware ads in the magazine? I like look- 
ing at them; for instance, the 
Dreamweb one must have been the 
best ad in 1994. Don't people realise 
that without advertisements. The 
One would be in the £10 price range? 
Surely no-one wants that! 

Also, I was wondering what the 
best, cheapest internal or external 
hard drive is for the A1200? It seems 
to take longer than my old 500 did to 
load, but is that just because there's 
more data to load in? 

Does anyone remember me from 
the last issue of Sinclair User in the 
'Suck up for Software' section? I 
never received any software for my 
efforts, and since you are the same 
company, Beneath A Steel Sky or 
Super Stardust would be nice! 

Richard Chapman 
Baling 

PS. So. why don't you like Football 
Glory much? It's quite good, but 
Sensi lives onl 

A number of interesting points there, 
Dicky, which I have neither the time 
nor the inclination to answer. As for 
your cheeky request for a software 
prize, I think the words, 'fat' and 
'chance' sum up what we computer 
journalists call the 'likelihood sce- 
nario' rather nicely. 

ASKING FOR IT 

Dear The One, 

It's 2.10 am and I'm writing a letter... 
oh dear! Over the months there have 
been many arguments over Frontier: 
Elite II. It seems to me that if you can 
control your ship you can become 
elite': if not, then you have two 
choices; have patience and try to 
master the ship, or give the game 
away. I have patience and now I'm a 
General (in the game I mean). What 
do you lot think? 

Secondly, how the hell do I get my 
parents to buy me a 1200 with a 




printer and Lightwave {the rather 
good 3D program)? They seem to 
think that because my trusty but crap 
ASOO works, everything is okay! 
WRONG!! Plus I'm getting stick from 
my PC-owning friends. Thankyou for 
reading this stinking pile of John 
Major. 

Gavin 'Debate' Ashton 
Yateley 

PS. Is there a cheat or something for 

Powerdrivel I'm stuck on Stage 4 

with an old. battered Mini. If only I 

had a Renault (hint. hint). 

PPS. Where is Seek and Destroy on 

floppy? 

Well. 'Debbie', opinion at The One is 
pretty equally divided about Frontier. 
Both Matt and Andy who have 
played it quite a lot in their time 
think that it's an excellent game. They 
have both attained the much sought 
after Tragic' status, because they are 
a right pair of Saddle worths' Harry 
and Jo, on the other hand, having 
played the game just once between 
them, think that it is a load of old 
rubbish and are consequently stuck 
with the rating of 'Fully Rounded 
Human Being', because they have got 
far better things to do with their pre- 
cious time. As to your other problem, 
I suggest you try the following: 1) 
Approach your parents. 2) Ask them 
for an A1200. Okay? 

A RIGHT PAIR OF 
HERBERTS 

Dear The One. 

Ah'm a wee bit miffed as to yoor 
referral to me, The Mad Black Pud- 
ding, ('Questions', December ish.) as 
a 'Scots Git'. Noo, ah wid just like tae 
pint oot tae ye that ye're all a bunch 
ae... right sorry about my Scottish 
friend, he has a little bit of a problem 
with stupid gits like you, and has 
asked Kilroy The Killer Devil from Tox- 
teth to. well, put the proverbial 
willies up you. 1 will do this by select- 
ing each and every one of you for 
death by way of Last Action Hero and 
Large Cucumber', not a nice way to 
go as the enclosed picture shows. 



Just before I depart for my torture 
chamber (I love being tortured), I 
would like to ask why you insist on 
printing the spelling mistakes of the 
people writing into you. This is not 
very kind (I'll make an exception for 
that C. Cavey bloke, and that stupid 
pirate you had as 'Git of the Month 1 
last April) and say that my hedge- 
trimmer. Herbert, would just love to 
come into contact with your collec- 
tive heads, especially Harry's as Her- 
bert loves a challenge! Well, just 
enough time to say 'P'uck off C. 
Cavey and keep up the good work 
and crap jokes; and remember, you 
have been targeted for termination! 

The Mad Black Pudding 
& Kilroy the Killer 
Troon & Toxteth 
PS. Can you say a hearty 'Hello you 
pillocks'! to Colin. Neil, Dougie, Mojo 
and Swotty Ian for me. please Harry, 
or Herbert will come round and chop 
off your... 

Well. TMBP and KK. at The One, we 
reckon that the longer and sillier the 
pseudonym, the tinier the 'parts' of 
its ridiculous owner. So no, I will not 
say 'Hello you pillocks" to anyone 
dim or misguided enough to number 
themselves among your friends and 
what's more, the Messrs Pants, Her- 
bert is not real. A hedge-trimmer, 
though undeniably useful, is thor- 
oughly inanimate, and therefore 
quite unlike my pet soup ladle. Mr 
Killingly Funny, who is unimaginably 
hard and brutal and very cross with 
everybody. Now bugger off! 

BBC TWO 

Dear The One, 

Before I bought my Amiga, I had a 
BBC. One day. it suddenly struck me 
that there were same bloody incred- 
ible games produced for it and they 
were just rotting away in my cup- 
board. 

Can you remember KB Digger? 
That wonderful noise it made when a 
baddie got stuck in a hole? How 
about Repton 2. Superb Puzzler with 
a little green guy who ran about 



pushing boulders on ugly meanies. 
Can any of these games be found on 
PD for the Amiga, or is there a way of 
transferring them from a 5'<to a 3 
inch floppy? Memories, memories — 
they bring a tear to my eye! 

Chris Julian 
Chesterfield 

You should get together with Matt, 
Chris. He's always droning on and on 
about how great all the old BBC 
games were. Then you could coo and 
blub together in a corner and swap 
heart-breaking anecdotes about how 
stunning Elite was on the BBC. Until 
of course I killed you. The answer to 
your other question is, happily, no. 

SIDE-BY-SIDE 

Dear The One. 

I was reading the Chaos Engine 2 fea- 
ture in the January issue and when 
talking about split screen two-player 
mode, you said: 'immediately you 
stop moving, your opponent can see 
that your screen has stopped 
scrolling and will instantly know 
where you are.' 

This problem could very easily be 
solved. Many PD games have done it 
— split the screen vertically instead of 
horizontally — then you can put 
something between [the players] so 
that you can't see what your oppo- 
nent is doing. Look, Renegade, if PD 
producers can do it with games tike 
Trick or Treat and Transplant why 
can't you? 

Oh yeah, anrfanother moan, what 
is up with your screen grabber? In 
the WiP of Shadow Fighter, the 
screenshots were all... ahem... well, 
blotchy. 

Despite all this I think the mag is 
great, so keep up the good work 
lads... 

Simon Cameron 
BFPO 53, Cyprus 

Nice idea Simes, though I should start 
by pointing out that it is The Bitmap 
Brothers who are programming the 
game, not Renegade. Our source tells 
us that Les Bitmaps did flirt with pre- 
cisely the sort of split-screen arrange- 
ment you describe, but apparently, 
once all the characters were included, 
it slowed the action down so much 
that it started detracting from the 
gameplay. We are reliably informed, 
however, that Les Bitmaps are in the 
process of planning a cunning side- 
step around this potentially huge 
doggy-do on the otherwise pristine 
path towards Chaos 2's satisfactory 
completion. Needless to say, the 
relentlessly probing journos on this 
magazine don't know what it is. 

I think the word you were groping 
for to describe the Shadow Fighter 
grabs was 'blue'. There was-. 
moment when we thought that 
we knew what had gone wrong 
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with them, but our technical people 
keep changing their minds and have 
sent some samples off to some secret 
lab for testing. And let me tell you, 
we are all on tenter-hooks here, 
especially as it looks as if it might 
turn out to have been somebody 
else's fault Hurrah! 

EVERY LITTLE HELPS 

Dear The One, 

I am writing this letter in response to 
a number of things. Firstly I wish to 
point out that I am an employee of 
Tesco Stores Ltd, and should there- 
fore stand up for them. However as 1 
feel that Tesco's and everything 
about it is a big pair of pants. I shall 
take a raincheck. And no, Mr. Led- 
bury, by 'pants' I mean crap and not 
excellent, as you and your 'Yoof Cut* 
ture' would have me believe. 

Secondly I would like to air my 
views on 'Yoof Culture". I am not too 
sure what it is. But if it involves hang- 
ing around Off Licences whilst wear- 
ing those stupid oversize jeans and 
hats, and I use the term 'hat' in its 
loosest form, then the whole concept 
of Yoof Culture is a big pile of crap. 
May I offer some advice to those 
poor, sad youngsters who have 
become victims of this sad culture. 
Firstly rf you're going to spend money 
on clothes, then try getting some 
that fit. Secondly, why not wait until 
you are 18 before you hang around 
Off Licences, then you might even get 
served. Lastly, please go and get a 
pucking life. 

My last point is actually Amiga- 
related. I own an Amiga 500. and 
contrary to popular belief, I can still 
buy good games for it. The only time 
I wished for an upgrade was when I 
thought Theme Park would be exclu- 
sively for the A 1200. However, now I 
own the A500 version of the game 
and am very pleased with it. 

My point is that all those people 
who moan about Commodore bring- 
ing out a new computer as often as 
Man Utd bring out a new away strip, 
should chill out a tad. My humble 
A500 has lived through the birth of 
the 500+, the 600 and the A1200. 
Long live long life cream. 

Hue Jarce 
Springfield 

My. Huge, you're a bit bonkers aren't 
you? I don't think too many people 
have been moaning too audibly 
about Commodore bringing anything 
out for the last few months, unless of 
course you count the alleged sighting 
of David Pleasance's willy at The 
World of Amiga Show. Still, as I they 
believe they down your way 'every 
little helps'. Your point about the 
A500, though clumsily made, is a 
valid one. We would therefore like 
you to have this cigar-shaped 
object, with our compliments. 



WELSH ABBEY 

Dear The One, 

You're crap! I'm going to get on your 
nerves. In the November issue (no, 
I'm not human) you printed on the 
contents page 'Yes Page 81 is still 
rubbish!' It wasn't. It was probably 
the best page in the magazine. Also 
you print a section called 'Recom- 
mended' every month. It's crap! Do 
you think we really care what you're 
favourite games are? Incidentally, in 
your November issue you insulted the 
Welsh. I'm Welsh. There are two types 
of people, those who are Welsh and 
those who wish they were. Don't say 
anything about sheep or leeks, or I'll 
set my stepmother, who is a mafia 
boss, on you. And you can't say any- 
thing about my spelling because it's 
almost completely perfect, like me. By 
the way, I wrote this letter on a crap 
piece of paper because I don't like 
you, and incidentally, I wear a giant 
condom. ..[snip!] 

David 'Child of Hell' Hill 
Uanwern 

PS. I'd rather read Amiga Action. Also 
my envelope is pink to symbolise 
how weak you are. 

Davey-bach. Look you. You're a self- 
confessed Scree-boy, who'd rather be 
reading Amiga Action; who thinks 
that second page of some Litil Divil 
tips was the best thing in an issue 
that included, amongst much other 
excellence, our exclusive! review of 
Aladdin. So. if anyone is 'Crapl' it's 
you, boyo. And of course people care 
what our favourite games are, that's 
what the entire mag is about. . . hang 
on, you're teasing me aren't you. you 
fettlesome bolt of taffeta? Get thee 
behind me. thou sheep-stained son 
of Owain! 



CLEVER CLOGGS 

Dear The One, 

I am writing to you on four points. 

1) . I am a sad git who has nothing 
better to do with his time. 

2) . Amusing as your 'Next month is a 
cracker!' section was, the idiot who 
wrote it made a foul grammatical 
error on the 'Clever Joke Randomiser 
and Motto Maker', On the bottom of 
the wheel was written 'Grumio in 
Culina Coquebant'. This translates as 
'Grumio were cooking in the kitchen', 
which is obvious cack. ft should have 
read Grumio in Culina Coquebat. Gru- 
mio, as I recall, was Caecilius' cook 
out of the Cambridge Latin Course, 
Stage 1 . 

3) . Another complaint. The prat who 
did the screen shots for the Shadow 
Fighter preview had left the colours 
completely cocked up. 

4) . Fourthly, finally and most impor- 
tantly, in response to the A-Train 
Comp, ('Replays'. Jan Issue) the 'giant 
of Be-bop who wrote and composed 



the memorable tune 'Take the A- 
Train' was Billy Strayhorn. 
Stefan Agaprawicz 
Worcester. 

Steffi, let's take your all your clever 
points in the brilliant order in which 
you make them. 

1) . Agreed. 

2) . The idiot who wrote 'Grumio In 
Culina Coquebant', would be obliged 
if you could translate the following, 
into Latin: 'My Toy-boy's trousers 
have fled into TransAlpine Gaul'. 

3) . Well spotted. 

4) . If you think you stand a chance of 
winning this game after your previ- 
ous points then you're absolutely 
WrTroooaaaarrrroooooright! Go then, 
and sin no more. 

SATAN'S SAUSAGE 

Dear The One. 

As a self-respecting metal fan, I felt it 
my duty to complain about the flip- 
pant accusation that Black Sabbath's 
music incites violence and satanic 
worship in its listeners (Team 17 
Worms' article. News Jan '95). 

I wouldn't get 'Paranoid' or any- 
thing cause the chances of any 'Evil 
Woman' or any 'Black Sabbath' 'War 
Pigs' doing anything drastic, like 
pushing a pen N.l B' through your 
eye are very, well, er. small. Though I 
wouldn't ignore the threat and hide 
behind a 'Wall of Sleep'. 

Sorry if I'm scaring you at all but if 
you go around taking the (kiss-His 
Mum) out of the Sabs, you really are 
'Killing Yourself to Live*. 

Advisary 
Destroyer of Kings 
Angel of the Bottomless Pit etc 
etc, loads more childish nonsense 
Somerset 

PS Bjork is utter (trite-His Mum 
again). 

PPS Where in the home counties do I 
write to subscribe. 

What are you on about Angelica, my 
dearest pixie? We mean Satan the 
dog, Andy's very own pet pooch, a 
vicious Dachshund and nemesis of all 
kitten-kind. Mind you. Black Sabbath 
are/were crap aren't they: 'SOS you 
hear these words telling you no-ow 
of my state, I tell you to enjoy life I 
wish I could but it's too late'. Crap. 
Not that we don't like a nice bit of 
metal on The One. Matt likes zinc. 
Andy is fond of mercury and I just 
love aluminium. Particularly when it's 
polished to a glassy sheen. 

You can subscribe by contacting 
our subscriptions people. 

COMPLETE 
GIBBERISH 

Dear The One, 

Complete any game. 

Cannon fodder 2. Completed (2 sees). 



Jungle Strike Completed (1.5 Sees). 
New style mouse, one shot only. 
No monitor. 
No Computer. 
No bloody house, 
£8.500 Post Paid. 

Kyle Zachary Gregory 
Kirkby-in-Ash 

Er...Kylie. have you been sniffing the 
Airfix polystyrene cement again? 

PEEVED STEVE 

Dear The One. 

I am writing because I am a bit 
peeved about the coverdtsks which 
were on the February edition of your 
mag. By the way I own an Amiga 500 
with a half-meg upgrade and I have 
had it for at least six years. 

Marvin's Marvellous Adventure is 
an A1200 only game. Doesn't work 
on my computer. Shadow Fighter is 
supposedly acceptable to an A500. I 
try the game and it won't load. Is it 
because I don't have enough memo- 
ry to play the game? If so, would you 
please tell us if we need 2 Meg mem- 
ory or a Reliant Robin to play a demo 
next time, please, because I think that 
most A500 owners (like me) will only 
have 1 Meg. 

Could you please tell me if you are 
thinking of putting A1200 demos on 
the coverdisks in the next few 
months because my renewal for your 
mag is up in March and I will have to 
think it over if every month I pay 
£4.00 for a great mag, but no 
playablecoverdisks. 

To be perfectly honest I am think- 
ing of selling my Amiga for either a 
CD32 or the long-awaited Ultra 64. If 
a CD32 mag gives cover CDs for a 
newer more powerful machine next 
in the Amiga line, I will probably put 
my trust in the Ultra. 

Stephen Wakefield 
Stourbridge. 
PS. Are there any prizes for being git 
of the month? 

Er, I'd normally be answering a letter 
of this sort with some kind of apolo- 
gy; because we're used, nay. fond of 
making mistakes on our magazine. 
But in this case, Stevie, I'd rather like 
to say 'chinny reckoooon'. For Shad- 
ow Fighter doth work rather nicely 
on an Amiga 500, methinks. A nor- 
mal, bog-standard one, with 1Mb. 

To be honest, we're not actually 
thinking on putting A1200 games on 
in the next couple of issues. FIFA Soc- 
cer. Valhalla: Before the War, Boo!, 
Flight of the Amazon Queen... er, and 
some others are all coming up, all of 
which will work on your machine. We 
always try to bring you the best 
demos we can — but we can't please 
everybody all of the time. And just 
think of the poor A1200 owners out 
there. Have you spared a thought for 
them? Eh? Eh? 
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NOT A GOOD START 

Dear The One. 

I have some questions with which I 
should like to grace your funky mag 
'good intro eh?). 

1) . What are Andy's chances of 
holding on to the job? 

2) . Where can I get hold of fiox- 
*ng Manager and Kick Off 21 

3) . Which magazine does the 
unmentionable one (Simon) now 
work for and did he leave of his 
own accord , (I'm merely curious. I 
don't actually want to know, you 
understand)? 

4) . How many times have you 
written 'git' this year in The One? 

5) . Are there any Amiga joysticks 
which work on the PC? 

6) . Are those coins in Harry's eyes 
surgically attached, or is he just a 
nob (or both?). 

There, that should fill up some 
space. By the way. I think that Matt 
should be editor. 

Ned 

Great Dunmow 

Nice questions, Ned, and what a 
super way to kick start this month's 
lively 'Questions ' page. Allow me to 
begin at the beginning. 
1.) Fair to middling. 
2). A shop. 

3.) Simon is still running his West 
Country fish & chip emporium. 

4) . Never. 

5) . No. You'll need to buy a conver- 
sion unit, matey. 
€.) Both. 

Matt thinks he should be editor too, 
but fortunately nobody pays him 
any mind. 

CD QUESTIONS 

Dear The One, 

I would like to ask your great minds 
a few simple questions: 

1) . When the bloody hell are TFX. 
Mega Race and Inferno coming out 
on the CD32? 

2) . Is there a lead so you can con- 
nect the CD32 to an A1 200 enabling 
you to use the its disk drive and key- 
board If so. how much is it? 

3) Is there a CD32 version of 
Dreamweb planned? 
41. Could you tell me any of the 
cheats/codes for Guardian and 
Roadkill on the CD32. 



guess fhaf you. Chrissy, are a CD32 
owner! So, now for some nice CD32 
flavoured answers. 

1) . Er... slight problems there, 
Chris. Neither TFX nor Inferno will 
ever make ft to CD32. you see. 
Although TFX will be reviewed next 
ish for the A1200. Good news about 
Mega Race, Incidentally: it will be 
appearing in the next couple of 
months. Probably. 

2) . Try First Computer Centre (0S32 
319444), because they're quite good 
for leads and stuff. Or so Andy Lean- 
ing says, anyway. 

3) . Empire is 'thinking about it', 
and they'll be deciding whether to do 
a CD32 version shortly. 

4) . No. 



CU JIMMY 

Dear The One. 

I have recently decided that CU 
Amiga Is crap and have therefore 
switched to your excellence. Here are 
some incredibly hard questions for 
you: 

1). You know. like, there are games 
like Lion King and stuff? Yeah, well 
they're on the megadrive but they're 3). Yes. Many times 
only on the A1200 as Amigas go. As 



one of such tender years. The time 
has come therefore, Kevin Cole, to 
be brutal. 

1) . Smoke should not have appeared 
In our cover demo, if he did, I sus- 
pect that what you had was a bit of 
daggly code left from the full game. 
So soz about that. 

2) . No. 



all Amigas are infinitely better than 
Megadrives, why the hell aren't they 
out on the AS/600? 

2) . Well, you know like there are 
games that the A1200 can play, but 
other Amigas can't, well why isn't 
there a thingy like an AGA chip you 
could plug into the A600's serial port 
or something? 

3) . Several mags say that Dreamweb 
is already out on the Amiga (A5/600 
versions anyway), but when I ven- 
tured into a retail outlet place, thing, 
I was told that only the A1 200 game 
was out. Why then, hey, why, hey? 

4) . Why have you got the same 
address as CU Amiga. 

Sam Mullins 
Wooler 



CHIPS WITH 
EVERYTHING 

Dear The One, 

Congratulations on a completely ace 
magazine, it's well polished and has 
a full content. I think the price for 
your mag is reasonable and well 
worth £3.95 for great demos. 

1) . I have a few technical questions 
to ask. I own an Amiga 1500 with 81 
meg hard drive (internal) and 6 megs 
of RAM. Is there any way to get 
A1200 games to run on it (upgrades, 
expansions) or a PC emulator, as I 
know there is one for the AS/600. 

2) . When I installed my hard-disk, 
my screen was stretched and I've 
been unable to see important screen 
prompts and control bars at the bot- 
tom. Is there any way to fix this? 

3) . Will Monkey Island 3 be made 
for the Amiga and if so. will it run on 
the A5/600? 

Daniel Bourke 
Insch. 

Dan, please don't think that you can 
get us to answer absurdly technical 
questions just by buttering us up at 
the beginning of your letter. It won't 
work. Well done for noticing that we 
are full of 'content'. The equally ful- 
some answers to your questions are, 
therefore, as follows. 



Nice to have you on board, the infant 
Samuel, though I should point out 
that CU Amiga is not crap, though I 
understand your mistake. No it is 
merely all spannery and lab-coaty, 
which, now you come to mention H, 
is probably why you'd stand a better 
chance of getting some serious 
answers to your questions from 
them. Still, we'll have a go. 

1) . All manner of good reasons, most- 
ly involving the letters A, G and A. 

2) . Because it wouldn't work, silly. 

3) . We reviewed the A1200 version. 
The A5I600 version should be out 
shortly, with slightly fewer colours. 

4) . We live in the same house. 

CLOWED OF SMOK 

Dear The One, 

Please can you answer my questions: 

1) . In December's version of your fab 
magazine I had Mortal Kombat II. 
Somehow Scorpion's name came up 
on one of the energy bars and all he 
was was a cloud of smok and went 
into a error and the same with 
smoke. He was a clowed of smoke 
and went into a error why? 

2) . Is there a CD Rom for the A600? 

3) . Has Harry had his hair cut? 

Kevin Cole 
Cater ham 



FILI AND IN ALL 
LIKELIHOOD, KILL 

Dear The One, 

Having just finished the first Lord of 
the Rings. I would like to know 
when the second LOTR will be avail- 
able, if at all. Also, could you please 
tell me where I may obtain a copy of 
War in Middle Earth? 

Geoff Stryker 
Birmingham. 

Geoff, by the name of Luthien the 
Fair you shall have neither The Ring 
nor me! Don't worry I haven't dis- 
appeared, it's just that we don't 
know the answer to either of your 
Tolkeiny posers. Fortunately, we do 
know a bunch of Helpful Elves at 
Computer Cavern (o 01628 891101), 
(ff they haven't legged it for The 
Grey Havens) who will be able to 
offer you more er... stuff, than The 
Shire could er, offer. 

AN A1200 OWNER 
WRITES... 

Dear The One. 

I have a few questions for you. 
1). In your January issue you pub- 
lished some cheats for Bubble Bob- 
ble in 'Classic Tips'. I would just like 
to say that they don't work. Do you 
have some that do, and if so, could 
you could tell me what they are? 

2. ) Is Chaos Engine 2 coming out on 
the A500? 

3. ) Is Shadow Fighter coming out on 
the A500? 

4. ) When is Super Skidmarks coming 
out and will it be on the A500? 

5) . Why isn't Marvin's Marvellous 
Adventure coming out on the A500? 

6) . I think that not enough good 
games come out on the ASO0 nowa- 
days, don't you? 

Joe Barnsley 
Ashby-de-la-Zouch 

Would I be right in thinking that you 
own an A1200. Joe? Here are some 
sparkling answers 

1) . Oh. yes they do. Probably. 

2) . Yes. 



11 No. But. yes you can go ahead At first glance, the content of your 3). It always has been, 

and buy a PC Emulator. first question, not to mention the 4). Yes, any time now. 

2). Buy a new monitor. Or get some idiosyncracies of your handwriting 5). Cos it's too big and was always 

qualified person to fiddle about with led me to believe, Kevin Cole, that developed as a 1200ICD 32 game. 

you were about seven-years-old and 6). Yes . I mean no... er. look. 

Chris Hallett 3). There is not, and never will be any therefore deserving of much indul- 

Weymouth such game. qence. 'Clowed. ' 



Now call me Doris Stokes, but I'd 



Go on, try a bit of your soft, soapy 
flattery now, Mr Clever Trousers. 



gence. uowed. ' 'Smok. ' etc. What 
charming errors! But, your second 
question is a bit too sophisticated for 



er. look, as 

most of the games you've asked 
about are, or will be available for 
the A500, 1 don't think you have 
much of a point. Do you? 



e 







i WEEKEND TRIP FOR TWO TO ANY 
FOOTBALL MATCH IN EUROPE! 
PLUS! LOTS OF OTHER MONTHLY PRIZES! 



WORLD OF 

SOCCER 




Last season The One, in con- 
junction with Renegade Soft- 
ware, ran a competition, cun- 
ningly entitled the Fancy League, to 
promote Renegade's release of Sensi- 
ble Soccer — International Edition. 
The competition proved to be so 
successful — literally thousands of 
entries all vied for the 
whopping £1000 top prize 
— that Renegade wants to do 
it all over again this season. 
And because it coincides 
nicely with the incredibly 
successful Sensible World of 
Soccer, so far selling 101,000 copies 
in six weeks, staying at number one 
in the charts for five of those weeks. 
Renegade wants to give away even 
bigger prizes! 

The main prize is a superb week- 
end for two people at any football 
fixture in Europe; but there is also a 




brilliant monthly prize of a full official 
team strip of your choice to be given 
away to the best manager each 
month. Yes, beginning with the May 
issue of The One, and continuing for 
the next three issues, we'll be keep- 
ng a check on the performance of 
each Fancy League manager, and 
we'll be printing a top 50 
league table. 

Every month all 22 teams 
will play 14 matches (this is 
the Fancy League, after all!) 
with each team played by 
members of Sensible Soft- 
ware, Renegade, The One and CU 
Amiga magazine. Oh, and Dominik 
Diamond. Probably. 

At the end of the three 
month period, each and 
every team will have played 
42 matches each, making up 
a full season — so there's a 




HINTS AND TIPS 

Choose attacking midfielders for 
their goalscoring abilities. Scoring 
goals is the only way midfielders 
can gain points. 

Defenders should be chosen 
with their team in mind, rather 
than their value. Each defender 
loses points every time his team 
concedes a goal, so it's worth bear- 
ing in mind the entire team's capa- 
bilities. To help you choose a team, 
if you look below you'll find one 
favoured by Jon Hare of Sensible 
Software. You could always enter 
this yourself, of course, but remem- 
ber that in last year's Fancy 
League, Jon's team, We Luv U 
Englund, came but fourth 
from ten. So we're sure you 
could do much better! 



lot of work ahead for the club mat 
agers. But all you have to do is mal 
up the best team possible, given £V 
million to spend, from the 22 cli 
teams listed. It's more difficult 
make a good team than it looks 
but remember that generally, t\ 
more expensive a player, the bt 
he performs. 

Remember: although the resul 
begin in May, you need to get yoi 
entry in by April 3rd at the latest) 




Jon Hare's example team: 

Luis Henriqu* 



0401 



Bra 



f3M 



iebye O 



1216 



Nor 



£6S0K 



Paolo Negro 


D 


■ 


Ma 


£SS0K 


Dave McPher»on 


D 


1B12 


Scot 


f 1M 


Miguel Law 


D 




Sp 


£750K 


Vladimir Jugovic 


M 


2127 


Yugo 


E1JH 


Michel 


M 


192S 




£2M 


Anionlo Conte 


M 


1027 


Ha 


19S0K 


Jason Wilcoi 


M 




Eng 


£700X 


M.irk Hughe* 


A 


1431 




it 5M 


Sergio Ar»ujo 


A 




Bra 


£2M 






UPk> - * 4 4 






RULES AND HOW TO ENTER 



incidentally, it's worth pointing out 
Wat there are certain players which, 
despite them playing for a real-life 
c*«*) ( the only place you'll see them 
pv*y is in the Fancy League. That nice 
Erie Canto na chappie, for example; 
&*nned from English football by his 
own club for a whole season, but 
SHU IN THE FANCY LEAGUE 1 Ex-pat 
Paul Gascoigne, too, utterly knack- 
ered, but STILL IN THE FANCY 
LEAGUE! Yes, you can be absolutely 
stxe that no reaMife events will affect 
the Fancy Leaguel 

Because of the administrative 
r.ghtmare that befell The One staff 
>ast season, having to wade through 
each postcard entry to find the win- 
ners, we've installed a telephone 
entry system for the new competi- 
tion. This not only makes things easi- 
er for us, but also you can guarantee 
that your entry is present and correct 
on the computer. 

It will cost you nothing to actually 
enter the competition, but of course 
you will have to pay good old BT for 
the phone call, which should cost you 
no more than 39 pence per minute 
off-peak, and 49 pence per minute at 
*• other times. 

So it only remains for us to wish 
you good luck, and to remind you 
that if it's not your telephone, please 
as* for permission before you enter! 



WHAT IS THE 




T 




he Fancy League is a sys- 
tem of football manage- 
ment. Simply put, it 
enables you to build up a team of 
eleven real-life footballers from a 
list of 22 actual teams which you'll 
find on the next page. Every 
month we'll be playing each of 
the 22 teams as a normal league, 
played using SWOS by ourselves 
and a bunch of celebrity man- 
agers, and we'll be printing the 
results over a three month period. 

Each player scores points based 
not only on his team's perfor- 
mance, but also on his individual 
goal-scoring or defending. So. 
after each match, every player's 
individual score is calculated, and 
after 14 matches we'll be printing 
all the individual scores. 

Using the scores for each of 
your 1 1 players, you can then add 
up your team's total score for that 
month. You'll be pitting your wits 
against lots of other managers 
from around the country; but if 
you're judged to be in the top SO 
managers in any of the 
three months, your 
name, team name and 
score will be printed in 
a manager's league 
table in both The One 
and our sister maga- 
zine CU Amiga. If you 
do well, you could win 
one of a number of 
prizes! Good luck! 



1. Each entrant has £17 million in total 
with which to construct his/her Fancy 
League team. Any team exceeding this 
total will be void. 

2. Each Fancy League team must com- 
prise the following players: one goal- 
keeper; four defenders; four 
midfielders; and two attackers (11 play- 
ers in total). The players' positions are 
as specified as: G - goalkeeper; D - 
defender; M - mid-fielder; A - attacker. 
Only the positions specified next to the 
players' names will be accepted. Any 
team not conforming to the formation 
above will be void. 

3. Each entrant can pick a maximum of 
TWO players from any single team (i.e. 
you can't have three Manchester Unit- 
ed defenders, or the four Ajax mid- 
fielders). Any entrant's team 
comprising more than two players 
from any one of the 22 Fancy League 
teams will be void. 

4. Once you have selected your team, 
ring the Fancy Football League Hotline 
number below. Vou must have a touch- 
tone phone to enter this way. Once 
connected to the Fancy League Regis- 
tration Line, follow the Instructions, 
speaking clearly when prompted and 
inputting data such as players' code 
numbers using the dial pad. You are 
advised to fill In the form printed 
below beforehand to cut down the 
length of your call. 

5. The Fancy League Telephone Hotline 
will be set up to reject any team not 
conforming to the above rules. Average 
length of call: three minutes. Calls cost 
39 pence per minute off-peak (that's 
6pm to 8am Monday to Friday, and all 
weekend), and 49 pence per minute at 
all other times. Please check with the 
person who pays the bill before 
dialling. Lines will be open 24 hours a 
day from 21st February 199S to 3rd 
April 1995. Any team entered after that 
date will be considered void. Multiple 
entries are allowed. 



6. On 4th April, the Fancy League will 
begin. Each team will play each other 
twice, making a total of 42 matches. 

7. Players will score points for each 
match they play in as follows: 
Goalkeepers gain four points (+4) for 
keeping a clean sheet (not letting in 
any goals), or lose one point (-1) for 
every goal they concede. Defenders 
gain four points (4-4) for every goal 
they score, three points ( + 3) if their 
team doesn't concede any goals, or 
lose one point (-1) for every goal their 
team concedes. Midfielders score four 
points (*4) for every goal they score. 
Attackers score three points ( + 3) for 
every goal they score. Players who fail 
to appear through suspension or injury 
neither gain nor lose points for the 
matches they miss. 

S. For 3 months beginning in May, 
both CU Amiga and The One will print 
the results end goal-scorers of matches 
played during that month. 

9. If you do not have a touch-tone tele- 
phone, you can also enter by cutting 
out or photocopying the completed 
form below, and sending It, along with 
a stamped addressed envelope, to: 
Fancy League Entries. Computerize, 
Unit 1. Neach Hill, Neachley Lane, Shlf- 
nal, Shropshire TF11 8PJ. 

10. After each month, the top manager 
will win the full footy team strip of 
his/her choice. At the end of the com- 
petition, the manager with the most 
points will win a weekend for two peo- 
ple, to the European footballing desti- 
nation of their choice. In the event of a 
tie. the team which has scored the 
most goals will be the winner. 

11. EMAP Images cannot be held 
responsible for any inaccuracies or 
technical problems which may occur. 
The Editor's decision is final, and no 
correspondence will be entered into. 

12. EMAP Images reserves the right to 
cancel the competition at any time, for 
any reason, without liability. 



FANCY LEAGUE HOTLINE: 

0891 615640 



, YOUR FANCY LEAGUE TEAM 

■ Use this form to write down your Fancy League team. This will make it 
I easier when phoning through your entry — and it also doubles as an entry 
1 form, if you don't have a touch-tone telephone! 



Us 



i 
i 
i 
i 
i 
■ 
i 
i 
i 
i 
i 
i 
i 
i 

1 



TEAM NAME 



NAME 


POSITION 


PLAYER N° COUNTRY 


VALUE 




Goalie 




£ 




Defender 




I 




Defender 




t 




Defender 




t 




Defender 




1 




Midfielder 




I 




Midfielder 




£ 




Midfielder 




£ 




Midf>elder 




E 




Aitacker 




£ 




Attacker 




I 






TOTAL VALUE 






COMPETITION 




Blackburn Rovers (England) 





G 


■ ■ 


Enq 


M.9M 


Henning Berg 


D 




Nor 


f BOOH 


Tonv Gale 


D 


■ 




fSSOK 




D 


■ 


Scot 


(B50« 


Gritmr L«t Sau« 


D 


0715 




(1.6M 


Stuart Ripley 


M 


" ■ 


_Eng_ 


£i.5M 




M 


0717 


_i23_ 


fl.BM 


Tim Sherwood 


M 






MM 


J a ton Wilcox 


M 


■ 


Baa 


£700K 


Chri* Sutton 


A 


■ 


Eno 


£6M 


Alan Shearer 


A 


0711 


Eng 


COM 



(t« <£• © <£• (t* 



Milan (Italy) 










Sebattiano Rossi 


G 


0101 


It* 


£1M 


Christian fanueci 


D 


0112 


Ita 


M.9M 


Franco Baresi 


0 


Oil) 


ita 


fSM 


Alessandro Costacurta 


D 


0114 


Ita 


£3M 


Paulo M.ildini 


D 


0115 


Ita 


ISM 


Roberto Donadom 


M 


■ ■ 


Ita 


£2M 


Demetrio Albertini 


M 


0127 


Ita 


£2.2M 


Marcel Desallly 


M 




Fr 


£3.5 


Gianluigi Lentlni 


M 




Ita 


£3M 


Dejan Saviccvic 


A 


0130 


Vugo 


£7M 


| Alessandro Meld 


A 


0131 


It* £ 


5M 



(£• <r 



Ajax (Holland) 

Edwin Van Dor Sar G Hoi £700* 



Michael Reinqer 


D 


. - 


Hoi 


£800K 


Dannv Blind 


D 




Hoi 


i 750K 


frank De Boer 


D 


■ • 


Hol 


M.SM 




M 


0J2S 


J!ia_ 


11 JM 


Frank Rqkaard 


M 




Hol 


£2.2M 


Edqar David* 


M 




Hal 


(B50K 


Jari litmanen 


M 




Fin 


£3M 


Marc Overmars 


M 




Hol 


£3M 


Patrick Kluivert 


A 




Hol 


I650H 


Ronald D« Boer 


A 




Hol 


MM 



Atletico AAineiro | 

■kefl Luit Henrique G 


Brazil) 

Bra 


£3M 


1 And..- 


D 


■ 


Bra 


E2.2SM 


1 Neto 


O 




Bra 


M SM 


1 Paulo Roberto 


D 




Bra 


£2M 


B^l Ailesandro 


D 




Bra 


C2M 


1 V^ldn 


M 




Bra 


£3.5M 


1 Cnstavo 


M 


: ■ ■ 


Bra 


1JM 


KM Carlos 


M 




Bra 


E2.7SM 


MM Tononho Pcrreira 


M 


■ 


Bra 


£3M 


■M Renaldo 


A 




Bra 


£1.3 


Mfl Sergio Arauio 


A 




Bra 


£2M 


t£» t£« (£• 


Barcelona (Spain) 

^^^m Carlos Busauetl G 




*P . 


f 2M 


BH Albvri Ferrer 


D 


0512 


Sp 


£2M 




D 


0513 


Hol 


£4.5M 


■■■■ Abdardo Fernandrf 


D 




Sp 


£ 1 6M 


Heel Guillermo Amor 


M 




Sp 


fl.BM 


Miquel Anqel Nad.il 


M 




Sp 


£SM 


Josep Gardiola 


M 




Sp 


f SM 


^pjfl Io--o Maria Biikrra 


M 


■ 


Sp 


f I 7M 


H^H Serqi Barjuan 


M 


■- 


Sp 


£2M 


Vfl Hruto Sloichkov 

1 Romano 


A 
A 


0530 
053 1 


Bulg 
Bra 


£8M 
ON 





FC Porto (Porti 

1 Vitor Bala 


Jgal) 

G 0801 


Port 


£1.61* 


l"JI ,OAO ''into 


D 




Port 


E1.1M 


1 Semedo 


D 




Port 


£1.11* 


1 Aloisio 


D 


■ 


Bra 


mc* 














D 




Port 


£B00* 


E^S Secretano 


M 




Port 


£BS0i 


[■J Vasili Kulkov 


M 




Rut 


n.m 


1 Rui Barms 


M 




Port 


11 5W 


1 Emerson 


M 




Bra 


£1.1* 


1 Serqei Vuran 


A 




Rus 


11. 1M 


HL9 liubinkn Drulovic 


A 






19S0B 



Calatasaray (Turkey) 



0901 Uth 



Norman Mopera 


D 


■ - 


Zimb 




Mert Korkma* 


D 


0913 


Turk 


£5S0» 


Yusuf Altintas 


D 




Turk 


£500« 


Bulent Korkma* 


D 




Turk 






M 


■- 


Turk 


f6S0« 


Suat Kay* 


M 




Turk 




Tuqay Ketimoqlu 


M 




Turt 




Makan Sucker 


A 




Turk 










Sv>itf 




Kubilay Turkyilmai 


A 




£350« 








Turk 




Safftft Sancakli 


A 




£700* 



0 & <£• g £ (t* <£* <t' 



Arsenal (England) 



David Seaman 


G 


■ 


_Eng_ 


£1 9M 


Lee Duon 


D 




Enq 


£1 SM 


Slave Bould 


O 




_Eng_ 


£1M 




D 


■ 


Enq 


£2M 


Niqol Winterburn 


D 


■ 


Enq 


£1 3M 


David Milhei 


M 




Enq 


£S50K 


John Jensen 


M 


0327 


Den 


£9S0K 


Stephen Schwaro 


M 




Svved 


M *> M 


. PjuI Merson 


M 




Enq 


£2M 


Kevin Campbell 


A 




Eng 


f 1.6M 


1 Ian Wright 


A 


UJil 




f 6M 



Bayern Munich (German) 

Oliver Khan 



0601 



Ger 



E1JM 



Oliver Kreuier 


D 


■ ■ 


Ger 


(BOOK 


lothar Matthau* 


D 


■ ' 


Ger 


£4.SM 


Thomas Helmer 


D 




Ger 


£3M 


Joiqinho 


M 


0635 


Bra 


MJN 


Ch>i»tian Nerlmgcr 


M 




Ger 


£1.3M 


Ma«ku* Schupp 


M 


■ - 


Ger 


£BO0K 


Mehmet Scholl 


M 




Ger 


£1 UM 


Christian Zeigo 


M 




Ger 


£1.SM 


Jean-Pierre Papin 


A 




Fra 


£3.SM 


Alain Suiter 


A 




Switi 


£1.9M 



Juventus (Italy) 

Ani jelo Peruui 



Ciro Ferrara 
Luka Fusi 
Jurqen Kohler 



1001 Ita 



1012 Ita 



£V— I 
£1 9W 



1013 



Ita 



£1 let 



1014 Ger 



£2 7S» 



Moreno Torricelli 
Anqelo Pi Livio 



1015 lie 



£7S» 



1026 



MM 



Antonio Conte 



M 



1027 



Ita 



£9S0« 



Paulo Sou.. 



M 



107n 



Port 



£6V 



Didier Di'tch^mps 
Bubertn Bjgqio 



1029 



Fra 



£1 **• 



1030 Ita 



£9W 



Gianluca Vialli 



1011 



(CM 



COMPETITIO 




6M 



Laxio (Italy) 

luca Mjrch--gi.uu 



lla 



£1.9M 



Paolo Negro 



Ita 



£55QK 



Roberto Cravoro 



Ita 



£1M 



Jose Chjnot 



1114 



E2.7SM 



Giuseppe Favalli 



1 1 1S 



Ita 



n sm 



RobrrlD Kjmb.iudi 



M 



1126 



Ita 



( 1 9M 



Aran Aintrr 



M 



Hoi 



(2.75M 



Paul Gatcoigne 



M 



Eng 



£ 7.5M 



Roberto Dl Mimeo 



ita 



£1.5M 



Giuseppe Sigr 



1 i)U 



£7M 



Alen Bokiit 



nil 



Cro (6.SM 



Neguya Crempas (Japan) 



Dick Havenaar 


G 


. SO i 


Jap 


(S50K 


Toshiyuki Kosuqi 


0 


1 SI 3 


Jap 


£S50K 


□area 


D 


I S i J 


iu., 


f.l',OK 


Toihihisa lljoma 


D 


isu 


Jap 


(150K 


Hisataka Fujikawa 


0 


1515 


_i±E_ 


(250K 




M 


. 


Bra 


(1.6M 


Makoto Yonekura 


M 




Jap 


£500K 


Elivelton 


M 




Drax 


f 1.6M 


Tclsuya Ndkdnishi 


M 




Jap 


£3S0K 


Gary linekar 


A 




E "9 


LI 'iM 


Shigoo Sawatri 


A 


till 


_ {-IP 


£050K 



Real Madrid (Spain) 



1901 



(1.5M 



Outline 


D 


1912 


*P 


(1 JM 


Rafael Akort.i 


D 




S P 


(2.75M 


M^JU.'J l.u 


D 






£75DK 


Uk hoi 


M 




S P 


£2M 


Fernando Rod on do 


M 


■ 


_Arg_ 


(SM 


Fernando Humid 


M 


■ 


S P 


(7M 


Michael Laudrup 


M 




Den 


£SM 


Rafael Martin Vat que* M 


1929 




£3M 


Joir Emiliu An<dvisca 


A 


19)0 


*P 


£2 2SM 


Ivan Zdmordno 


A 




Chile 


£5M 



te.* fc* (£• (£• tev 



Liverpool (England) 






| David Jamas 


G 


1 201 


Eng 


£7S0K 


kr m Rc>h ionw 


D 


lit! 


Eng 


E1.9M 


f^H Naal Ruddotk 


D 




Eng 


f 1.5M 


•"8 Phil Babb 


D 




Ira 


£3.5M 


1 John Scale* 


D 


1215 


Eng 


£2M 


Siig Inge Bjo.nbye 


l) 


1)16 


Noi 


IbMIK 


| Steve McManaman 


M 




Eng 


£1.9M 


1 JanMolby 


M 


17 20 


Den 


f IM 


John Barnes 


M 




Eng 


£2.25M 


| Robbie Fowler 


A 


1 2 tO 


Eng 


£5M 


\t J Ian Ru»h 


A 


I'M 


Wales 


£4M 





Newcastle United (England) 



Pavel Smkafc 


G 


Crech 


£2M 


Mart Houiger 


D 


Switz 


£750K 


Darren Peacock 


D 




£1 IM 


Philippe Albert 


D 


Belg 


£3M 


John Beiesfori! 


D 


Enq 


f IM 


Huel Fo» 


M 


Eng 


M.5M 


Harry Venison 


M 


Eng 


(950K 


Robert Lee 


M 


Enq 


£2 25M 


Scott Sellers 


M 


Enq 


£700K 


Peter Bcardsley 


A I' 


'" En 9 


i JM 



Andy 



Coli 



Eng 



(5.5M 



River Plate (Argentina) 

1 1 Leonardo Aqulrre G Arq 


i'5QK 
















I Ricardo Altamirano 


D 





£7S0K 




•* 

f*> 


Guillernio Rivarola 


0 


3013 


£4S0K 




*•> 


Roberto Cleric r> 


D 


Arq 


£6S0K 




*>e> 


Diegu Cond 


D 


201 S Arq 


C1.3M 




fjj» 

■4> 


Leonardo Astrada 


M 


2026 Arq 


£3S0K 




**> 


Julio Toresani 


M 


2027 Arq 


£7S0K 




r*i 


Berti 


M 


Arq 


E700K 






R..mon Mi'din.i Bello 


A 


Arq 


£1.*M 




** 

mm 




A 


Arg 


C1.1M 




** 


Walter Silvan) 


A 


2031 Arg 


C7S0K 







t* ^« 



Mameiodi Sundown (S.Africa] 



1301 S.Afr £650K 



S.imor 1 Kambule 


D 


1112 


5J»fr 


1 3U0K 


ioh^innei Mod.iu 


1) 


1113 


SJVtr 


£350K 


Lucky Molefo 


D 


■ 


S Air 


£300K 


Joai Maqoleqo 


D 




S.Afr 


£450K 


Erneit Ourwali 


M 




MjI.. 


£450K 


Rdbbic Moripe 


M 




S All 


£550K 


Moie» Morodi 


M 




S All 


£450K 


Zane Mosa 


M 




S All 


£450K 


Lovemore Chafuny.i 


A 




Mala 


(450K 


Bc-nnotI M^imqd 


i\ 




S All 


ESSOK 



Paris St-Germain /France! 



Barnard Lama 


G 
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Acid Software has produced some of the best games we've seen lately on the Amiga — 
and yet it remains one of the least-known companies around. This may have something 
to do with the fact that it's based in New Zealand. So f join Andy Nuttall, then, for— 




a cup of tea with 




The 'Commodore thing' is hav- 
ing a profound effect on Acid 
Software. Still, when you 
think about it. it's enough to put 
anyone off their scones, really. We're 
all feeling the pinch, to some extent, 
but Simon Armstrong and his crew 
are some 1 1.331 miles away across 
several continents and innumerable 
oceans. So it's not like they can just 
pop 'down Smith's' and everything 
will be all right. 

'Er, so Simon', I ventured over a 
round or two of toast and Gentle- 
man's Relish, 'how's business? Do 
you take sugar?' 

"It's s"t, Andy." he wailed. "No 
thanks, just milk. I'm having to work 
for the local TV company to pay the 
bills." Inquiries as to the precise 
nature of this televisual moonlight- 
ing prove fruitless, although he does 
burble something about program- 
ming. "Skidmarks 2 Is still not fin- 
shed." he groaned, spraying me 
half-digested biscuit; "the bot- 
tom has fallen out of the Amiga 



market since Commodore went belly 
up. and I need a drink." 

You can swallow this pessimism if 
you like, or you could seek out the 
bright, chirpy 'alter-ego' of Cadet 
Armstrong, Games Programmer, 
who's making stuff for his mates to 
play, and who manages to enjoy 
himself immensely despite... well, 
not making much money. That free- 
booting spirit which produced 
games like Skidmarks. Roadkill and 
Guardian couldn't have just died. 
Not because of a few Pleasa nee- relat- 
ed problems. Could it? 

"Actually we are still having a lot 
of fun, but this Commodore thing 
couldn't have come at a worse time," 
he admitted. "It's crazy. Pass the 
crumpets. Andy — thanks. The liq- 
uidators seem to have lived up to 
their name, and liquidated any hopes 
of getting the Amiga back into pro- 
duction. Just when we're starting to 
get our s*'t together too. And the 
reality of the situation for us is even 
weirder: now it's only viable to do 



A500 games, as the AGA market has 
stopped growing and there just 
aren't enough machines sold to jus- 
tify the effort it takes. Of course the 
A500 will live on just as the C64 did. 
'cos there are so many millions of 
them out there now. 

So Christmas wasn't a good time 
for Acid Software. It was forced to 
change distribution, after the previ- 
ous representative went into 'cold 
turkey' and quit the country. And 
their first real forays into the AGA 
market, Guardian and Roadkill, 
didn't do so well in the shops ("To 
tell you the truth, our Christmas sales 
were really bad.") despite receiving 
excellent reviews across the board. 
More tea, Simon?'. I proffered both 
cheerily and supportively. 

"Yes. thanks. I think it was a mis- 
take for us to concentrate on AGA 
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I don't own a car or have a mortgage. 
None of us do — we invest most of our 
money into keeping the business going. 



only," he admits. "It's such a cool 
platform to develop for, but we've 
realised now that the user base is 
>st not there." 

Skidmarks 2, Acid's next big-name 
;sme to hit the streets, isn't AGA- 
only. It has A1200 improvements 
built-in, but the thousands of A500- 
owning punters who bought the 
original game would form a lynch 
■nob if they couldn't play the sequel. 
Skidmarks players are a feisty bunch. 

At the time of writing, though, it's 
still not finished. The crew took an 
extended break over Christmas, after 
missing the 1 994 deadline, and even 
now they're still finding more and 
more things to put in. By tempting 
Simon with a Jammy Dodger, I 
hoped to discover the answer. 

"With a bit of luck, next week the 
final version will be ready for test- 
ing," blurted Simon, eyeing the bis- 
cuit plate hopefully. "We got a hires 
display going for AGA users, and this 
combined with eight cars, the cham- 
pionship modes, the new tracks, the 
car converter... the final spec just 
keeps getting longer and the game 
better and better." 

So remember that demo you 
played back in December? Think 10 
times better. 

And also, not before time, our 
Antipodean friends are also 
busy rewriting their successful 
programming language. Blitz 
Basic, which was used to write 
Skidmarks amongst lots of 
other games (including the 
original version of Team 17's 
Worms, featured this issue). 
The new Blitz will be known as ABC 
(Acid Blitz Compiler... snappy title) 
and will feature "some 3D exten- 
sions," as Simon, rather mysterious- 
ly, put it. 

"We've done a new manual, and 
we've been working hard on a 3D 
extension which will enable Blitz 
users to develop 3D games that will 
run smoothly in wireframe on a stan- 
dard A500. The same game will run 
using polygons on AGA Amigas, and 
on the Atari Jaguar all the polygons 
will be able to be texture mapped. 

"The key will be that the gameplay 
can be developed on any old Amiga, 
and the flash stuff can be added for 
console release once the developer 
has got himself a nice juicy contract." 

Sort of 'Blitz VR'? 

"Yeah, kind of. Mmmm. I like this 
plum bread. We just can't get it over 
in Auckland." 

Now it was time for me to ask the 
question I'd been dreading. Cleverly, 
I distracted Simon with a macaroon 
and then pounced. 

"So what's all this about the 
Jaguar? Are you going to give up on 
planet Amiga?" 

"Not yet," Simon replied, swal- 
lowing hard. "Nice cake mate; look, 



A Kiwi bloke with 
tome crates of 
beer. And a small 
girl. Relevant cap- 
tion to an irrele- 
vant picture. 






with a simple cable we compile code 
on the Amiga in Blitz, and download 
it to the Jaguar. We're building com- 
mand libraries specific to the Jaguar, 
and converting existing Blitz com- 
mands so that any game written in 
Blitz for the Amiga will be able to be 
ported to Jaguar without too much 
fuss. The conversion of Skidmarks to 
Jaguar is of course the main objec- 
tive at present." 

Of course Acid has yet to fill the 
PC players' bath with its 
bone-dissolvingly good 
games. But Simon 
coughed to playing 
Doom and, rather more 
sinisterly, knows the 
exact size of the market. 
"Yes, there is a s"t load of 
money to be made," he remarked 
casually — but I wasn't falling for 
that nonsense. Surely, Acid will want 
a piece of this action? 

"Yeah. We won't be making any 
decisions until AflC with 3D is ship- 
ping, and we have an agreement 
with Atari regarding the Jaguar sup- 
port." said Simon, firmly. "Then I 
think we might have to look at port- 
ing Skidmarks, and perhaps even 
Blitz itself across to PC." 

I know what you're thinking. He 
plays Doom, and he's marketing a 
programming language which 
majors in 3D routines. Doom Amiga, 
perhaps? Please? 

"Mark (Sibly) has done a lot of 
messing around," Simon revealed... 
Aha'! I thought, 'another scoop!' 
..."However as I said earlier, the 
market for AGA stuff is so small, and 
it's not getting any bigger, so devel- 
oping a Doom game which, of 
course, would be AGA only is just not 
feasible," explained Simon, bringing 
me back to planet earth. Well, that 
told me. 

"So money is a big issue for Acid, 
then"? I countered snidely. 

"Well no, I don't own a car or have 
a mortgage. None of us do — we 
invest most of our money back into 



keeping the business going, and any 
spare cash we blow on recreational 
drugs and drinking heavily." 

Oh. Fine. Well, you might think 
that with this 'lifestyle' it's a wonder 
that Acid ever manages to release 
any games at all. The secret, of 
course, is that because there's no 
spare cash to play with they have 
nothing at all to do but program 
computers! 

"Ha, if people want us to keep 
developing, they shouldn't buy any 
of our software! That's a joke, obvi- 
ously," laughed Simon hollowly, 
reaching for the teapot. 

Blitz Basic was launched with sev- 
eral games which showed off exact- 
ly what you can do with the soft- 
ware, including Cybernetix, and this 
new version will have a bundle, 
going by the name of PartyPack, car- 
rying some new stuff that the boys 
have been working on, including 
Center Court Tennis. 

"It will be onCD32 
and a s**tload of . 
floppy disks." 
explained 
Simon in that 
uniquely 
colourful way 
these colonials 
have. "Sadly, it's 
looking more and 
more like a non-prof- 
it venture, the way 
things are going, but along- 
side Skidmarks 2 it is a very 
nice example of what peo- 
ple can do with Blitz. Got 
any more milk? Thanks. 

"So it's not all doom 
and gloom," he adds, 
pouring from a great 
height. "Well, it's a bit 
of Doom, not much 
gloom and the rest is just 
work, work, work. If we 
sell as many Skidmarks? 
as we did of the original 
we'll be very, very happy." 
Much as we would like 



Simon to spend all his time writing 
games for us to play, he has, in fact, 
just started a family, so more and 
more of his time is spent with them. 

"The year of the family was last 
year, and I did my best," he grinned 
sheepishly. "This year looks like it's 
going to be year of the solo father, 
which is actually turning out to be 
very rewarding. Hey, I've got some 
pictures here." Oh god. 

Er... meet Harley Armstrong 
(motorbikes are a big influence on 
Simon, seemingly). Hang on, is that 
a bottle of beer he's holding? 

"Yup, he likes his beer. We all do, 
in fact. Not that we drink large quan- 
tities of the stuff..." Mark's the one 
to talk to about drinking, by all 
accounts, but sadly a hangover has 
meant he was unable to join us for 
high tea today. 

"He was actually taking a break 
last I saw, and working on a Sen- 
sible basketball game. 
We certainly admire 
those guys, especially all 
the money they are still 
making in the Amiga 
market. They are an 
inspiration to us all". 

Er, yes, quite. 
Another pot? 
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Available 
now! 



The ultimate Gravity, Racing, 
Shoot'em Up for the Amiga 
A1200/A4000 

C 



See Pages 
44-45 for review 



Main Features: 

6 Huge addictive raytraced levels 
4 Different user configurable ships 
Improved gameplay 
Upgraded CPU player (IQ++) 
8 Different front guns 

8 Different missile type weapons 

9 Special Powers 
6 Different engines 
Megacool graphics, music and SFX 
Fullscreen game mode (Against CPU) 
Active background (wall cannons, gravity fields etc) 
2 player joystick support 




2 button joystick &CD32 

control pad support 
User definable keyboard 
Quit back to DOS option 
HDinstaller included 



Full version £10.50 including 
P&P - Demo version £1.50 in- 
cluding P&P. Send cheques/ 
P.O's to Exclusive PD, 7 
Beresford Close, Waterlooville, 
Hants P07 5UN 
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DISKS COST £ I 25 EACH. NO MINIMUM ORDER. ALL VIRUS FREE AND USER FRIENDLY 
All games are on I disk and run on all Amigas unless otherwise stated 
PtCK AN EXTRA DISK FOR FREE WITH EVERY EIGHT DISKS YOU PURCHASE 
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50 TOP AMIGA GAMES 

FOR ONLY £12.95 POSTPAID !! 



TIicm game* are NOT Public Domain or Shareware! 
They arc ALL IW3 Copywrited games lilies! 
Adventures Puzzlers, Plat formers Sports, Shoot-em-ups. 
Beat-um-ups etc... 
Some of tbCK games were MEGA-HITS 

FUTURE SOFTWARE (T.0) 

X. Magnolia Park. Dunmurry, Belfast BT17 ODS 
AM. A MICAS - 1 MEGABYTE MINIMlfM 
Fast Despatch on orders. 
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NAPALM DEATH 
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MY WORLD 
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The secret of the Worms is at last out... 
Andy Nuttall (along with the majority of 
Emap Images) investigates the finest 
multi-player massacre since Dynablaster. 




PROJECT: Worms 
PUBLISHER: Team 17 
DEVELOPER: Andy 
Davidson (Graphics, 
Programming and, er... 
everything else) 
INITIATED : Sept 1994 
RELEASE: Autumn *9S 





Here's Soapy the worm planting 
dynamite in-between Spar and 
Flipper, hoping to nobble both. 
Notice the tiny le/nm/ngs-like detail 
on the characters: "I've newer drawn 
things on paper, really." says Andy. 
"I doodle and do everything on com- 
puter using DPaint. I've always 
been really impressed by the 
Lemmings graphics; the way 
they pack so much detail into 
something so small." 
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hat we said, you know, 
back there on the cover; 
that was no exaggera- 
tion. Alan Bunker, Team 7 7's PR bloke, 
has made the trip down from Wakefield to Lon- 
don three times to show us his Worms; the first to 
show it off. but the second and third because we did 
the telephone equivalent of getting down on our 
knees and begging. And not just us; PC Review's staff 
have joined in the fun, as have PC Games, C&VO, and 
sundry other people from our building. 

Worms is the brainchild and sole work of Andy 
Davidson, a programmer who was bitten by the Blitz 
Basic bug a couple of years ago and started pro- 
gramming a game that he'd dreamt up. To him. 
it's now become a "labour of love." To us it's 
a game which we just want to play and play. 
"I hist remember having rough ideas 
about the game, going back about four 
years now," recalls Andy. "It was after the 
old... oh, you know, the Tanks game, but 
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I always thought it would be better 
to have little 'properly controllable' 
things which you could move 
around. Tanks got a little bit boring 
after a while, and., moving them 
around would make it a lot more 
interesting, I thought." 

Remember Tanks! Two tanks 
(Rather obviously — Harry.), posi- 
tioned on either side of a large 
mountain, equipped with shells, hav- 
ing to negotiate the effects of wind 
and gravity to fire the shells in turn 
over the hill and blow the opponent 
to smithereens. Its simplicity was a 
strong point, meaning anybody with 
half a brairt — yes, even Matt — 
could pick it up and play it. 

Andy wanted the 'little things' in 
his game to be highly manoeuvrable 
— to be able to jump and dig — so 
the original tanks were decommis- 
sioned. He then had to think of an 
unusual character, and given that the 
sprites he planned were only about 
as big as the original Lemmings, he 
wanted a recognisable shape which 
would be easily animated. Hence, the 
basis for Worms was born. 

EARLY BIRD 

The programming of Andy's semi- 
nal game actually began in August 
1993. "It just started with getting 
the idea for the worms, and draw- 
ing them," he recalls, "and it kind 
of snowballed from there." 
Although he'd had the idea some 
years earlier, the main Inspiration 
was a competition in Amiga Format 
to write a game using Acid's Blitz 
Basic -compiler (see page 20), which 
had just appeared at the time. 

"Some of it's in BliU, but some 
of it's in assembler," explains Andy. 
"I entered it into the competition... 
last February. And it didn't win, 
which was rather gutting. So then, 
at the ECTS [the games industry's 
trade show) last September. I took 
it to show some software publish- 
ers. Team 17 were top of the list so 



I went to see them first. They just 
stuck it on for five minutes, and 
then said 'do you want it 
published?'. That was quite a good 
day." I'm not surprised. 

Showing his new game off to 
Team 17 was made even more diffi- 



Sfreef characters," 
laughs Andy. "There 
can be up to four 
players, with four 
worms on each team, 
you see. The names 
originally went in 



cult, because it is typical of the type because we really 
of game which must be played to 
be appreciated. The worms them- 
selves are cute, but it is easy to be 
put off on first sight, in this age of 
stunning rendered visual effects 
and digitised graphics. 

The reason Andy went to see 
Team 17 was that he'd had an 
Amiga since 1987. and in that time 
had seen that it was the company, 
above any other, that put the 
Amiga first. Being a great Amiga 
fan, it was his natural choice. "It 
was very important to me that I go 
with a company that likes the 
Amiga. All the people who are 
knocking the Amiga should remem- 
ber that it's the only machine that 
people who have ideas can use to 
turn them into games." 

Andy's been a programmer for 
some time, originally messing 
around on the machines of the 
early 80s. "Yeah. I've always 
fiddled, since I had a Spectrum and 
a Commodore 64. I've wanted to 
get a game published for years, but 
this is the first time I've really gone 
for it. It's a question of knowing 
that your idea is good enough to 
be published." 




TOTAL WORM AGE 

Worms is infinitely more personal 
than the old Tanks game, not 
only because of the cute 
characters, but also 
because you can name 
each worm on your 
team individually. "My a 
team usually goes: 
Joanna Lumley, Cook- I 
ie Monster, A Banana 
Fish... mainly Sesame 



wanted to have more 
than one player on 
each team; but then 
people started to put 
stupid things in like 
members of the Royal 
Family; and it seemed 
like a good idea to 
keep them in. The 
Queen Mum's a par- 
ticularly good worm, 
incidentally." 

Before he took the 
game to Team 17, it 
was all his own work; but he admits 
that despite having a lot of good 
ideas it has improved with the com- 
pany's involvement: "I originally 
thought that it would work quite 
well, but it's been playtested to 
death at Team 17, and a lot of 
things have happened more by acci- 
dent than anything else. There are 
lots of features which went in just 
for the hell of it, to see what they 
would be like, and they worked. 
Like the worms rolling down hills, 
for example. That went in by acci- 
dent, and now it's an integral part 
of the game. It just ended up in a 
quite a nice state." 

The multi-player aspect of Worms 
is something that was there from 

the start, though; 
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This grenade, which can be switched to high 
bounce (exactly what It means) or 1. 2. 4 or 5 sec- 
ond fuses, shows exactly how a number of worms 
can be bounced around the screen, even though 
you might only be able to physically move one at a 
a time. "The game needed small worms," explains 
Andy, "because there are up to 16 worms moving 
around on the screen." Take that! 



Andy's a big fan of multi-player 
games. Especially Dynablaster: 
Bomberman, often considered the 
best multi-player game of all, and 
one which bears more than a pass- 
ing nod to Worms. 

"There are never enough multi- 
player games," admits Andy. "Nor, 
indeed are there enough stupid 
games. I just want to create not 
only a good, silly, multi-player 
game, but also one which will be 
different each time you ptay it." He 
claims that there are a million pos- 
sible levels in Worms. Each is gener- 
ated from a complicated mathe- 
matical equation, which uses a 
pattern of six digits (between 0 and 
999,999), called a 'seed', to gener- 

Below: Pity poor Arse, with his 
measly BO points of energy. But also 
pity 5oapy. for although he's sitting 
resplendent with 100 energy points, 
he's in a very precarious position; 
especially with Bungle, having bro- 
ken free of the clutches of Geoffrey 
and Zippy, getting ready with his 
Bazooka... Water means instant 
death, you see. 
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Above: "We've got quite a weird 
sense of humour down here," admits 
Andy, when confronted with the 
'Kamikaze' worm. If a little 'un is get- 
ting a bit low on energy, and there 
are a few worms on the same level, 
you can activate the Kamikaze. Watch 
him tie on his bandanna, scream 
'Banzai!' or something, and then kill 
himself, and a load of other worms in 
the process. 

Left: The thing that really amazes me 
is that Worms has worked so well, 
given that it's Andy Davidson's first 
game. "I've always had the ideas for 
the game, and it just got to a point 
where I thought 'I need to do this'. I 
just went for it, because I was run- 
ning out of time, and I thought if I 
want to get it published, I had to do 
it now." A tip for all you budding 
programmers out there, perhaps. 
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WHAT'S IT ALL ABOUT, THEN? 
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You might notice, from this screen, 
that the game was originally called 
Total Wormage. "That's the working 
title," explains Andy. "If we left it In, 
the Total Carnage people might get 
a bit offended by it. I've got quite 
attached to it, but we think Worms is 
much better. I really want people to 
phone up shops and say 'Have you 
got Worms?'!" 

ate the entire landscape; and the 
number can be used to generate a 
particular level again and again. 
This means that you can even input 
personal numbers, say your birth 
date or lottery numbers, which 
make a personal landscape. 

"There are only 55,000 levels in 
the version you played," Andy says, 
much to my disappointment. Just 
55,000? "Yeah. Somebody in Team 
17 was playing it, and the program 
drew the same level twice; so I 
went back into that part of the 
program and 
extended it a bit." 

The numbers in 
the level codes also 
determine which 
type of terrain it 
uses, from snowy 
Arctic to a rocky, low 
gravity Mars 'scape. 
"There'll also be a 
War level, with Spit- 
fires sticking out of 
the ground, and trenches. The land- 
scapes now begin with mines on 
them, or you can choose to lay 
them yourself, but the War levels 
will begin with even more of the 
mines around than normal." With 
the Forest level that makes four 
different types, a number which 
suits Andy at the moment. 





Andy Davidson, 
Worms creator. 



WORM DRIVE 

Worms is in a very playable state 
now. a fact which The One can tes- 
tify to, having lost a good couple 
of days' work ganging up and try- 
ing to beat the 
hell out of little 
Basil Brush. 
Danny Baker 
and Jonathon 
Ross, the Worm 
army of Team 
T7's Alan. But 
having seen the 
wish-fist that 
exists for 
a heck of a lot 



The Queen 
Mum's a 



particularly good 
worm. 
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Worms, there's sti 
of work to be done. 

With the landscape generator, 
the missile projection routines and 
the wind factors, there's already a 
lot of mathematical know-how in 
there. But the most difficult is to 
come: "We're going to have Bat- 



ropes and Bungee ropes in there, 
which you can fire at a part of the 
landscape and use to swing across 
things," enthuses Andy. "That's 
going to require an accurate rope 
routine." There's also to be a cus- 
tom sample routine, so that anyone 
equipped with a sampler can 
replace the existing cries of "die!" 
and "you'll regret that!" with... 
well, something more appropriate. 
But something which Team 17 
would never get past the censors, 
of course. 

Other new features, dreamed up 
by Andy and the members of Team 
17, are: Airsthkes, mines, cluster 
bombs, Uzi 9mms, worm 
'birthdays', finishing moves, action 
replays... we're talking a lot of 
work yet. So despite Worms as it 
stands being relatively bug-free, 
very playable and a damned addic- 
tive game, you're not going to be 



riends, in fad. Or at 
illlng them in their alter 
a tiny worm. Here's an 
le: Joanna Lumley. 
with a Bazooka. The 
Mum, her octagenarian 
resence unable to save 
m merely stand atop a 
p, and get what's com- 
'er. (Inset) And, if you 
lere. you'll see that she 
leed. Get what's coming 
'er, that is. 



able to buy it until later this year, 
most likely September. And, annoy- 
ingly for us, Team 17 won't let us 
keep a copy for us to play. Gits. 
Does anybody know if we can keep 
an A1200 on for six months? 
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Dynamite is probably the funniest 
weapon (back, old soldiers, back!), 
simply because dropping a stick on 
an opponent's head and then 
running causes a ridiculously high 
explosion, while your enemy leaps 
into orbit. Like this little guy, here. 
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ALIEN 

AT L^IVE O'CLOCK i 

Alien Breed is as much a part of the Amiga's history as the phrase "gone into liquida- 
tion". Just when you thought it was safe to creep around deserted colonies on distant 
planets, here come more of the acid-dribbling gits. And in glorious 3D too! 



PROJECT: Alien breed 3D 
PUB LI SHER: Team 17 
DEVELOPER: In-house: Andy 
Clitheroe (programming); Mike 
Oakley (graphics); Bjorn Lynne 
(sound); Kenny Grant (project 
manager); Martyn Brown (bullying 
and drinking). 
INITIATED: June 1994 
RELEASE: June 199$ 




INCOMING TRANSMISSION.- Dear 
Sir, I suspect I have very 
little time so I shall get 
straight to the point. I will 
explain the function of Osiris 
later, but for know, you need 
to know this. Osiris base is 
under the control of a hostile 
alien force. Defence systems 
also hostile - REPEAT - all 
systems inoperable or hos- 
tile. There is no hope of res- 
cuing the situation, the only 
- REPEAT ONLY - option is tO 
destroy the site from orbit. 
DO NOT ATTEMPT LANDING 
HERE. Danger of contami- 
nation is HIGH. 
Believe me General, 
sending troops here 
would be a suicide 
mission. Please, for 
the sake of mankind, 
destroy this place 
utterly and let no- 
one approach the sur- 
face. Oo-ahl 

And so it is. that we once 
again find ourselves looking 
forward to yet another 
Alien Breed adventure. Of course, 
though we've recently received what 
I consider to be the best of the series 
in the form of Tower Assault, it looks 
as though the Team 17 folks have 
surpassed themselves this time — 
with Alien Breed 3D! 

Team 17 hadn't actually planned 
to continue the Alien Breed series 
beyond Tower Assault, but Martyn 
Brown. Team 17's tip top fella', had 
other plans: 

"I'd always wanted to do some- 
thing in 3D on the Amiga, but per- 
sonally thought it was unworkable." 
Thankfully. Martyn then met some- 
one on the Internet by the name of 
Andy Clitheroe. who said that he had 
a 3D engine running smoothly on an 
Amiga. Thus an idea was born... 

The continuation of the 'INCOM- 
ING MESSAGE' goes on to lay down 
the plot for this alien-bashing extrav- 
aganza, telling of how a low-securi- 
ty facility. Osiris base, found an alien, 
buried deep underground with a 
belly full of dormant eggs. It all gets 
pretty predictable at this point, with 






Above: Though not visible here, the final version of 
AB3D will feature on-screen weapons. Each has a 
different appearance and a different sort of shot. 
Here we see what I like to refer to as a 'blue blast' 
which, I'm sure, will be very handy In a number of 
situations. But then again, what do I know? 



the scientists 
sodding around 
with the infant 
aliens' genetics, result- 
ing in tons of enormous buggers 
running amok and killing everyone, 
etc. etc. 

And so It was that Martyn invited 
Andy over to his house to demon- 
strate his engine. He brought over 
something that was very rough, and 
things just developed from there. 
With a bit of corner cutting and 
some pretty sensual coding, things 
looked promising — the only real 
bitch being the need to use the cop- 
per set to emulate the PC's chunky 
byte-per-pixel mode, leaving the dis- 
play a little 'pixelly'. Martyn explains. 



"I think Amiga owners must swa 
low the fact that this is the only wa 
it could ever be done at speed — 
think you soon forget about it whe 
you're involved in the heat of th 
action anyway. Andy has been am* 
ing; he would bring a version tha 
ran at so many frames per seconc 
and then a week later would brio 
another one that made the first loo 
like crap. We all secretly think he fir 
ished the game months ago and i 
just bringing periodic updates t 
prove he's worth the money." 

SPANNERS AHOY! 

Of course, if you want a mor 
detailed analysis of this clever 3D |k 
gery-pokery, Kenny Grant. proje< 
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— jiager, is your man... 

Accomplishing the task of get- 
ting the 3D engine working at a 
decent frame rate on at least a stan- 
dard A1 200 has been a bit of a bat- 
tle. * Kenny explains, "but as the pro- 
ject started to grow, so did testing 
<»eas. one of which was to use rather 
c<ever timing routines and go 
through relatively small sections of 
the code finding loopholes and 
■edundant code areas. 

For example, back in December 
the 'line of sight' (LOS) algorithms 
routines that work out whether an 
Alien can see another alien or the 
D-ayer) underwent major surgery 
when it was found to be operating 
»t a ridiculously slow pace. To put all 
this into perspective, imagine 16 
raster lines of time were found to be 
. >ed just to calculate whether a 
creature could see another 

"Now place ten creatures on 
screen, each of which can see 
nine other creatures; therefore 90 
operations of the LOS routine = 
1440 raster lines = five frames! ! 
Five bleedin' frames just to work 
out what ten creatures can see! [Dis- 
claimer: The One would like to make 
it clear that they, under no circum- 
stances, understood any of the 
above — The Management.]. 

"And what if they were to see bul- 
lets and dodge them? A nightmare 
scenario, but one to be addressed. 
The following weeks brought a new 
-"proved LOS routine which worked 
out to be around ten times faster, 
and allowed for loads of aliens, all 
aware of each others whereabouts, 
and gunning for the kill. Excellent!" 
Well, yes. Quite. 

Fairly unsurprisingly, the main 
source of problems for the develop- 
ment team have been speed 
changes. While attempting to 
improve the speed, they found 
that even when a 
zone' was off-screen, 
the calculations for 
the floor points 
were still performed 
as if the room 
were in plain sigh 
A bit of recoding 
went on to 
solve the 
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problem, but after including a few 
flights of stairs, the speed dropped 
back down again. 

ME ME ME! 

Martyn claims that the biggest prob- 
lem hasn't been to do with the prod- 
uct, as much as stomaching all the 
other companies claiming to have 
THE Doom game for the Amiga. 

"We've seen them all... and 
laughed! To be a Doom game it has 
to have full 3D buildings, any-angle 
walls. FULL texture mapping on walls 
and ceilings, and decent gameplay." 
Kenny agrees, targeting the recent 
Death Mask as an example (wel 
more of a punch bag really). 

"Look, this is my opinion and not 
the general opinion of Team 17 or its 
members, but Death Mask is crap. 
Why? Well, the control mecha- 
nism is so restrictive, and 
only allowing the player to 
move in one of four fixed 
locations is absurd for a 
product claiming what type 
of game it is on the front 
box. AB3D offers true 360° 
rotation, which works incredibly 
well and is now up to speed. We 
hope to offer various control meth- 
ods such as the mouse and keyboard 
pads. I personally love the mouse 
control method as you get a real feel 
of running away from the aliens as 
they chase you — with you wildly 
running your mouse and trying to 
blast the mutha' away!" 

Martyn adds his bob's-worth. only 
with. er... a little more enthusiasm. 
"Death Mask is a load of b... [Snip! 
Try "rollicks" instead — Andy.) We've 
seen nothing that texture maps 
everything and boasts all the fea- 
tures that our engine does. We could 
have released a simpler version 
about three months ago, but the 
final version is going to 
be amazing." 

It's obvious that the 
team believe they 
have an absolute 
winner* on their 
hands, but are 
there any particu- 
'ar achieve- 
ments they're 
proud of? "The 
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Phew? That was close. Just for a while there I thought I was going to 
have tons of grabs with no captions. Static shots don't eaactly do 
AB3D any justice, but at least there are a few things here to talk 
about. As well as aliens, there are a number of other nasty "things' out 
to eat your head. This would appear to be some sort of walking 
mechanoid (quite good that, I thought). I'm sure I could quite happily 
shoot this bugger, but then again, would I want to risk obliterating 
the rather -.crummy looking medipac? Hmmm, such a quandary. 
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Right: Rather attractive this grab, I 
thought. I'm not one hundred per- 
cent sure, but I think this !■ an enor- 
mous ptanet floating around In the 
background to one of the levels. It's 
certainly one of the more exciting 
grabs on the page, but then again, 
lest is more. Or something. 

water routines have to be seen to be 
believed," pipes-up Kenny, "they 
look sooo nice. When an object is 
placed under the water, true refrac- 
tion of that object will occur. This 
not only works brilliantly, but looks 
stunning too. Other great things? 
Well, we found that because of the 
way the engine was written, it 
became speed independent, which 
basically means that when 
engine was run on a standard 
A1200 the speed was (to be 
honest) remarkable, but 
when we added fast RAM 
— Wow! Did that baby 
fly! A SOMHz accelera- 
tor was brought in and 
the speed just began to 
look stupidly fast, yet 
smooth as honey." Yum. 

And how has it been 
fitting all of the aliens etc 
into the Amiga along with the 
engine? Again, Kenny (like Smar- 
ties) has the answer... 

"A tricky question. Initially our aim 
was to include at least eight differ- 
ent creatures, but at the moment 
memory is the obvious commodity 
we have to watch out for as AB3D 
has to work on a standard 2Mb 
Amiga. Certain trap ideas had to be 
taken out to make room, while vari- 
ous other ideas were either too 
ambitious or impractical after taking 
into account the remaining devel- 
opment time. I don't really want 
to talk too much about this sub- 
ject as it's like knowing what 
you've just lost out on after 
playing Bullseye!" 

SMASHING SUPER 
GREAT 

With all this having to be lost, do the 
team still think that the Amiga is a 
viable machine for this sort of game? 
Martyn shrugs. "No, not really, 
which is why we're pretty chuffed 
with Breed 3D. We originally planned 
to do Breed 3D on the PC about one 
and a half years ago, but then Doom 
came out so we scrapped it — real- 
ising that anything that followed 
would have to be pretty special. It's 
ironic that now AB3D 
is on the Amiga when 
we thought it was 
completely 
unworkable. I 
don't know what 
we'll do in the 
future, but I 
doubt that a 
plethora of 
good tex- 




DOOM 



games. 



Left: "Take that you empty door!" Bang! Blaml 
you mutha' sucking empty entrance!" Ooghya! 
Wham! "You will roast in the pits of hell as you 
should, you... er, doorway you!" [Disclaimer: The 
One would like to apologise for the flimsy, transpar- 
ent captions that have accompanied this feature. 
The author in question has been relieved of his 
duties, and normal service should be resumed shortly. 
Thank you. — The Management.) 



WHAT'S DOOM? 

m M e always refer ro a 
■■■■ certain game when 

WW talking about 3D 

game 1 ., but what exactly is 
Doom? Well, put simply, it's 
about the most atmospheric 
game that's ever been seen on 
the PC. and has, since its arrival, 
spawned a thousand clones. The 
first commercial effort on the 
Amiga was Death Mask 
(although by the time this 
appeared. Doom 2 was already 
out on the PC. cashing in on the 
hype) Death Mask managed to 
score SB per cent, but really just 
proved that you need more than 
a 3D encjine to make a good 
game. So will AB3D avoid this 
mistake' Only time will tell. 
Below: D'Mfft Mask has a fairly 
slick 3D engine, but repetitive 
game play makes it a tad 
tedious in the long run. There's 
a severe lack of weaponry, and 
the enemies are (airly nasly and 
piKillated as well. Damn. 





ture mapped 
games are likely to 
appear, especially at the somewhat 
lower resolution you have to work 
with when using this type of spe- 
cialised 3D engine." 

And would you run screaming 
from another project like this on the 
Amiga, or would you welcome it 
with open trousers? 

"Who can say?" quips Martyn, 
"Besides, my trousers are always 
open... I can't get strong enough 
flies. I suppose you have that prob- 
em as well, Matt." Er, quite. 
Ahem. Perhaps I could address 
that question instead to Kenny... 

"Personally, I would welcome 
any game of this genre, preferably 
on a more powerful machine 
though. The Amiga is a good plat- 
form to work on, but when ideas 
start flowing and I want to start 
doing weird, intricate stuff like 
smoke routines or laser fields, the 
Amiga just can't handle the task the 
way I want it to be handled — hence 
the reason why AB3D Is AGA only." 

There's still a fair amount to be 
done with AB3D, such as a complete 
overhaul on the graphics, panels to 
be added, sound effects, weapons, 
on-screen guns, mapping, and other 
miscellaneous bit & bobs such as 
puzzle constructions etc. but Kenny 
feels that the most important thing 
left to be done is to let the world 
know that they're on their way! "The 

public need know one thing DO 

NOT purchase any game of this style 
until you see AB3D in action. If you 
choose to ignore this message then 
you'll only have yourself to blame!" 
Er, right you are, guv. Q 
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...and I always 
thought that 'amus- 
ing' game titles were 
reserved for The Hid- 
den. Team 17 bring 
you the game which 
causes small boys to 
titter, and Andy Nut- 
tall to, er, titter. 
Damn. 



I'm putting forward my disclaimer 
for the name now," says Kenny 
Grant of Team 17. very firmly. "I 
am not responsible for the name 
Pussies Galore." Fair enough, but it 
is, I have to admit, a name which has 
raised more than a few giggles in the 
rather puerile*at-times offices of The 
One. So where did it come from7 

"Well, ifs obvious, isn't it," he 
mocks. "It's got cats in there, and... 
er, they're galore. I have asked Mar- 
tyn what inspired the name, but he 
was in a drunken stupor at the time, 
and he just said something that 
sounded like 'thpbbbpthth.' So I'll 
give you the same answer." 

Although the two guys, collec- 
tively known as Amber Develop- 
ments, responsible for, ah, Pussies, 
have never penned anything for 
Team 17 before, they have pro- 
grammed other games separately, 
"But I don't think they want to say 
what it is, to be honest," laughs 
Kenny. Well, at least we know it's not 
the gamular travesties Last Action 
Hero or 7"ofa/ Carnage. So whatever 
it is, it can't be that bad. 

Amber became involved with 
Team 17 because they got talking 
with Martyn Brown down at an 
Amiga show. "They took him some 
diagrams, showing how they expect- 
ed the game to be, and basically he 
liked the idea and took it from 
there," Kenny describes. 

So, Kenny. If you were the 
Director of a popular games 
publisher, and somebody 
came up to you with the 
idea of a platform game 



...but perhaps that's me 
just being 'catty'. Sorry. 
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with cats in it, would you seriously 
go for it? 

"God, that's putting me on the 
spot. Er, looking at the artwork 
devised by the Amber guys, I would 
have gone with it, yes," Kenny coun- 
ters. "The drawings were really nice, 
even though Matt, the artist, hadn't 
really done anything computer- 
based before." 

By all accounts, or at least, 
Kenny's, the game's changed quite a 
lot since the early design anyway, 
although he's quite reticent to tell 
me how. Not exactly 
forthcoming with 
the old info is 
he, our Ken- 
neth? "It's to 
do with the 
way Boris 
manipulat- 
ed the kit- 
tens," he 
explains care- 
fully, after a 
ot of coaxing. 
"Let's say it was 
different- 
Art. Boris f 

"Boris is the name of the 
main character. He's a bit of 
a street-wise alley cat, and his 
girlfriend's called Doris. The 
game's about a chap called 
Evil Eric, who was once the 
great ruler of the universe. 
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Boris the cat, in-between 'manipulat- 
ing' the kittens. Sinister... 

He's steadily growing old. and he 
becomes jealous of the youthfulness 
of all the kittens throughout his land. 
So, as his last, and most diabolical 
scheme, he decides to abduct every 
last kitten in the land." 

He does this, apparently, by using 
the one thing that most of the kit- 
tens care about: rock music. He 
records an album, the kittens eager- 
ly buy it; it shoots to number one, 
but little do the kittens know that 
the music contains evil incantations 
played backwards behind the music. 
"When they hear it, they're sucked 
through the hole in the CD into an 
alternate dimension," he laughs. 

"The player's role is, of course, 
Boris. In a way he's quite averse to 
kittens, he doesn't like them much, 
but he has to rescue them otherwise 
Doris is going to nag him to death." 
Good to see Team 17 producing 'PC 
software nowadays, if you see what 
I mean. 

"The game starts as Boris buys the 
album, sits in his comfy chair to lis- 
ten to it, and then. . ." Kenny makes a 
disgusting slurping noise at this 
point, indicating that young Boris 
has been 'sucked' though the hole in 
his CD. I hope it wasn't in the CD 
player at the time. 

So where, pray, does Doris come 
into it? "We don't really know. 
Where do women come in, some- 
times? Us blokes can't do without 




I reckon a better name for this gam* 
would be "Natural Born Kittens"... 

them, probably." he bluffs, scrab 
bling for ideas. As you might tef 
Kenny was recently married. "Anj 
way, we've yet to finalise wher 
Doris comes in." 

So the final game, then. If it's 
platformer, is it the standard typ« 
where you have to bounce on heads 
"No, you're shooting," he says. It 
interesting to note that the boy 
decided to use the shooting metho< 
of dispensing with enemies, becaus 
lots of people thought Pussies wou< 
be Superfrog 2. Why? Search mi 
and, indeed, Kenny. "It's not intenc 
ed to bl," he says, "it's just som 
people decided to think that." 
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Spring finds The 
One's freshly waxed 
Welsh dresser and 
ovine depilatory 
roue squirming at 
the feet of someone 
who may, possibly, 
be about to release a 
game, which might, 
if the entrails are 
favourable, find its 
way onto the Amiga. 
Andy Nuttall is that 
desperate. 



Like Dan Malone, interviewed 
in last month's installment, 
Gary Carr wields crayons for a 
living. Designing monsters, mainly, 
which makes him Dan's opposite 
half, he works primarily on the 
sprites and animations in the game. 

Working once for both Palace and 
Bullfrog, Gary's been involved in 
some brilliant Amiga games over the 
last few years: Powermonger. Popu- 
lous 2, Cyber Assault (which later 
became Syndicate), before eventu- 
ally leaving during the early stages of 
Theme Park to join the Bitmaps. He 
joined to go straight into the design 
of Chaos 2, so he missed out on the 
original game and had some catch- 
ing up to do. 

"When I started with Chaos 2 I 
hap" to try to get my head around the 
original idea too,'' he explains. "I 
didn't really play much of The Chaos 
Engine before I joined, so I had to 
play it for a while to get a feel for it." 

Dan Malone drew all of the graph- 
ics for the original game, so a certain 
amount of inspiration was drawn 
from his work. 

"I did look at Dan's original char- 
acters," admits Gary, "because I 
didn't want to lose any of their feel. 
1 needed to look at the way in which 
he used them, and their viewpoint in 
relation to the player. " However, as 
well as throwing his own ideas into 
the look of the enemies, his thoughts 
have moved to behaviour as well. 

"In Chaos Engine, the nasties are 
quite often simply cannon fod- 
der; they'll walk around and 
right into your line of fire. 
With Chaos 2, though, I've 
tried to give them a few 
more individual moves, to 
enhance their character. Like 
the Mercury nasty, who simply dis- 
solves back into Mercury when you 
shoot him, little things add to their 
character. Quite often, in some 
games, as you're busy blasting 
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The much-vaunted Mercury Monster 
(see text) can be seen at the top 
here, dripping to the South. And, 
elsewhere, shooting to the East. 
With about 49 monsters (50. if you 
include Gary's shoes) Chaos 2's real- 
ly beginning to take shape. 

away at a big bunch of baddies, 
you can't see what they're 
meant to be. And that may 
happen with Chaos 2. but 
I've really tried to give them 
a little bit of... er, personali- 
ty anyway." 
Veah. we know all about that; 
shoot-'em-ups which throw all man- 
ner of detailed, well-drawn enemies 
at you, but when did you last study 
the enemies in your favourite blast- 




©ijames, as you re busy dlasting tne enemies in your lavourue ma 



ing game? Gary's a big bloke, 
though, so you'd best take a decko 
at his more interesting creations. 

PSEUD ANIAAS 

This diversity of 'personality' within 
Chaos 2's baddy circles also stretch- 
es to the movements of said nasties. 
In Chaos Engine the characters pret- 
ty much did everything within a cer- 
tain size of sprite, Gary reckons, so 
"when one character was put into 
the game they all worked.'' In other 
words, they mostly moved in a simi- 
lar fashion to their underworld 
brethren. Gary, not one. apparently, 
for under-complicating things, has 
designed each to move uniquely. 




"Unfortunately my baddies don I 
behave normally," he laughs. "The* 
all move differently in different direc- 
tions, so we had to come up with a 
st of sprite pattern tables." Whicfe 
are what, exactly? 

"Well, for example a sprite might 
do something in an easterly direction 
which It wouldn't do in a souther , 
direction," he explains, somewha! 
cryptically. "To take the Mercury 
nasty as an example again, it drips 
to the south, yet fires to the east | 
Amongst the fifty-or-so enemies 
which Gary has drawn for Chaos 2 
there exists a hierarchy not dissimi- 
lar to that of The Chaos Engine. m 
that different nasties have differe** 
degrees of 'hardness', but also som* 
are apparently more intelligent 
than others. 

"For each level there have been 
number of major nasties," explai 
<jdry The actual number of nastfctj 
depends on the level, and the type 
well, there are some which are quit* 
hard, and some which you can bio* 
away easily. There are roughly ni 
nasties per level, so there's quite 
bit of work involved to get al 
characters moving in all directions 
and they've each got differ* 
moves, too." 

A 'major' nasty can take Gary 
to two weeks from start to fit 
because it has so many moves ii 
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STEVE CARGILL 




Sieve Kelly does the main code, 
I'm more ol a... backup 
programmer," says Steve 
C at gill, programmer of the original 
The Chaos Engine. "I help him out 
with machine-specific stuff, develop- 
ing utilities that the programmers 
and designers need." 

The main area that Steve was 
responsible for at the start of the 
project was the map editor, a clever 
program which enabled the design- 
ers to begin work on the maps 
before any coding of the actual 
game took place. 

"When we're first starting on a 
game like Chaos 2." he explains, "we 



usually use old bits of code which are 
lying around just to actually get 
things running. When we have a bit 
more of an idea what's needed for 
the game, I then go ahead and put 
together some specific utilities with 
the game In mind." 

This is apparently the case with 
every new game; a few pieces of 
bespoke code are written to develop 
a particular area of the game. "In The 
Chaos Engine, the editor was actually 
built into the game. I wrote a special 
version of it so someone could play 
the game, go and edit the aliens, and 
then carry on with the game." That 
was In the days when les Bitmaps 
used to program solely on the 
Amiga, of course, and it was neces- 
sary to have everything running in 
memory. Now all the code is devel- 



oped on a PC, which in turn 
controls the Amiga. 

"After the map editor, then therel 
comes the sprite cutter, which takes| 
the screens filled with forty-or-so 
sprites drawn by the artists, and 
converts them into a form which 
the program can use." 

If Steve was the main program- 
mer for the original game, why, 
then, did he not want to program 
the sequel? 

"Because it's too big for one per- 
son to write in the time scale," he 
admits. "The original Chaos Engine 
took a long time — well over two 
years — to complete, so we decided I 
to get three or four people working 
on it, each doing specific tasks. 
Hopefully, this will get the job done| 
a lot quicker." 



dental to the main action of moving 
around. "It's good to be able to get 
i major nasty and a minor nasty out 
at the way fn a fortnight. So when 
you times it by the number of levels, 
*'s quite a bit of work." 

There was one particular nasty 
athich Gary has, ah, borrowed from 
•*e original game, but he's remain- 
■ ; pretty cagey about It: 

There was one nasty, which was 
» main character in the original 
f i me And he makes an appearance, 
but he's a bit different... I 
don't think I should say any 
more than that." 

Oh, come on, Gary. You 
can tell little us... 

'Let's say it was a char- 
acter which wasn't very well 
accepted in some countries." 

You might as well tell him who it 
s now," says Simon, laughing. No, 
"still stuck. 

Having completed his design 
wcrk for the sprites in the game, 
Gary is now looking forward to fine- 
*-ning his creations' movements; to 
— ake sure that they behave exactly 
Sh» he originally intended. "The 
sprites might go in to the game, and 
ymon might not like how they 
:*nave. for instance," explains Gary, 




"so the next few weeks will be taken 
up with tweaking already-created 
sprites. But then that's probably the 
end for me." 

A short silence followed at this 
point, where everybody sat and pon- 
dered the 'end' for Gary. Every inter- 
view has them; embarrassing paus- 
es. Interviewers forget their 
questions; interviewees shuffle their 
feet as they think of something inter- 
esting to say. We're oh so very lucky, 
in this case, that great blokes Steve 
and Simon are here in the room 
to rip the Mickey from-Mr Carr 
for fluffing his lines. 

"Ahem. Background ani- 
mations." Simon clears his 
throat, gently reminding Gary 
that the important subject of 
moving backdrops, something which 
apparently concerns him, has not yet 
been broached. 

"Oh yeah," Gary's eyes twinkle 
back to life. "Sometimes the sprites 
have to interact with things in the 
backgrounds, you see. So I've still 
got things like that to do... er, I'm 
trying to think of an example, actu- 
ally, but I can't." 

Another pause. "Switches, per- 
haps?" I offer. It was the first thing 
that came into my head, okay7 



"Yeah. Anything which involves 
sprites being part of the background 
is mine," reveals Gary. "The monitors, 
for example, with little Images on 
them — I've still got little things 
like that to do. The monitors 
will be showing data, or 
something, just to give the 
impression that there's a 
computer system controlling 
things in the background." 

HOUSE MARTENS 

Over the last few months I've had a 
lot of contact with the various mem- 
bers of clan Bitmap, and possibly the 
funniest story, well, anecdote, I've 
heard was about a particular nasty 
which Gary drew in a moment of 
desperation one night. Mentioning it 
causes Simon and Steve to heap 
ridicule on Gary's head, which col- 
lapses under the weight. Whatever 
could this strange baddy be? 
A pair of Doc Marten's boots. 
"If you've got about 50 sprites, 
you know, nasties in the game, it can, 
when you get to your 45th nasty, 
make you think 'Oh. 'p'uck, what am 
I going to do now?'." explains Gary. 
"You run out of ideas. You get to a 
stage where you've done things that 
drip, jump, walk — so many different 
things, but you eventually start to 
run out of ideas. 

"What you're referring to," he con- 




tinues, to more laughter from Steve 
and Simon, "was. literally, the last 
sprite on the last level of the game. I 
was about a week-behind schedule, 
so basically it was a case of 'get 
on with it as quickly as possi- 
ble'. And I couldn't think of 
anything. My boots were 
'draped on the bed, and I sort 
of looked at them... and then 
one thing led to another and I 
had this giant pair of Docs marching 
about on the screen! It was a bad 
idea, but I was very tired, and emo- 
tional, and it was late. I took it in on 
the following Monday, and... I really 
don't know why I thought it would 
be okay. 

"I've actually not replaced that 
particular nasty yet; we're still one 
short. I'm hoping that, given time, I 
can come up with something a bit 
more interesting. It's difficult, 
because when you've got them in 
DPaint they look different than when 
they're in the game. It's only when 
they're actually put into the game 
that you can do most of your tweak- 
ing and stuff to make them all fit in 
really well." 

But, of course, there is a certain 
school of thought, namely Steve and 
Simon, which suggests that a pair of 
Doc Marten's will never be any good, 
even with a major tweak overhaul. 
And I tend to agree! 
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AGAIN! 

No-one needs an introduction to Elite. One of the biggest games 
in the history of computer entertainment, and the sequel, 
Frontier, didn't exactly sell too badly either. But now it's time to 
turn the book to chapter three, as First Encounters hoves into 
view. Matt Broughton's your bookmark. 




The sales record for Frontier is 
an impressive one to say the 
least. It entered the Gallup 
charts at number one, stayed in the 
top ten for six months, went back up 
to number one again in the summer 
of 1994, and is still in the top twen- 
ty FOURTEEN MONTHS after its 
|^ release. Brian Adams and Wet 
Wet Wet. eat your hearts out. 
With a rusty fork. Well sod 
all that business, because 
here comes son of son of Elite — 
Frontier: First Encounters. This takes 
the player on a further fifty years in 
the time scale of the Frontier game 
world. New technical innovations 
exist, new ships have been built, the 
political map has evolved with the 
growth of Frontier settlements, and 
new people are in power. And, the 
Thargoids are back... 



Probably the most surprising 
thing about First Encounters (or 
Frontier 2. or Elite 3 even) is its rela- 
tively speedy development. Frontier 
took something in the region of five 
years to produce, and boy did we 
have to watt for it. Konami pulled 
out as publishers because of the 
number of delays the product inflict- 
ed upon them, handing the blank 
cheque over to Gametek, who have 
no doubt bought several small villas 
in Spain as a result. 

The main reason for the time 
taken with Frontier was the fact 
that David Braben (who, in 
case you didn't know, pro- 
grammed the original Elite along 
with Ian Bell) pro- 
duced it single- 
handedly. As well as 
that, during develop- 
ment he explored his inter- 
est in astronomy and hence the 
creation of planets within the game 
incorporated 'leading edge' astro- 
nomical theory to generate a uni- 
verse containing ten to the power of 
eleven solar systems (i.e. bloody tons 
of them,, '0' level and GCSE Maths 
failures) and their attendant planets. 
In similar terms, the ships and space 
debris were made to adhere to the 
laws of physics; making mining and 
combat rather more difficult than it 
had been in Elite 

So, I ask Adrian Cale, Gametek's 
chief bloke and general tippity-top 
geeza. how has First Encounters 
been written so quickly? "Well, by 
the time we got to Frontier's release, 
it was apparent that one-man games 





PROJECT: Frontier 2: First 
Encounters 

PUBLISHER: Gametek 
DEVELOPER: Frontier Develop- 
ments Ltd: David Braben (God) 
INITIATED: February 1994 
RELEASE: April I99S 

production was unlikely to be a 
viable option in the 90s and beyond. 
The realities of the computer busi- 
ness requires shorter lead times and 
a greater number of projects. By 
about Winter 1993, David knew 
that he needed a team to help 
him, especially as future 
ans are even more 
ambitious." 

And so it came to 
pass, that on the 
first day of Febru- 
ary in the year of 
our lord nine- 
teen hundred and ninety four, 
Braben did come down form the 
mountain, proclaiming that his com- 
pany Frontier Developments Limit- 
ed had been born. And there was 
much rejoicing... 

"The aim", continues Cale, "was 
to bring together a team of bright, 
well-motivated individuals, each 
with individual skills to take ideas 
and make them happen. The inten- 
tion was, quite specifically, to move 
as far as possible from the standard 
urban office environment, working 
on the belief that people work best 
in a relaxed, open atmosphere. The 
'office' is therefore based in a farm- 
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THEY'RE BACK! 

The Thargoids were the 
scourge of Elite. In their 
enormous, not to men- 
tion enormously power- 
ful, saucer ships, the 
little green gits were 
incredibly tough to 
beat. Anyone who has 
ever accidentally fallen 
into witch-space and 
been confronted by a 
gaggle of the gits (and, 
incidentally, if you 
know the correct collec- 
tive noun for Thargoids, well then, er... sod off) you'll know what I'm 
talking about. They were very, very nasty. Very. 

And so they're back, even though they were best part of 'gone' in 
frontier (although I'm reliably informed by the Braben-meister himself 
that they were in there somewhere), ^irst Encounters sees them well 
and truly 'frying tonight', tn the game, the Thargoids form the basis of 
a core of hand-coded missions, running more than three game years 
from start to finish! At the end of this 'slightly large' mission, the play- 
er will be in the jolly important position of choosing to either return 
the Thargoids to the galaxy or. er, not. 

The best bit, though, is the fact that during the mission, the player 
will be able to acquire one of the highest spec, ships in the game, plus 
a number of Thargoid-designed add-ons not available except through 
Che mission. 

So how have the hexagonal buggers evolved in ten years, then? 
Well, perhaps it would easier to simply show you what they used to 
loo* like (right), and what they look like now (above). You could say 
that they've, ahem, 'come on a bit'. 
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house on the edge of rural Cam- Some of the in-game odds and sods 
bridgeshire with acres of parking and have also been re-vamped to usher In 
almost no traffic noise." You lucky, the new year (probably), and some 
lucky, lucky gits. have, in fact, gone back to the more 

traditional options from Elite 1 . Left 
ANYWAY... and right views will be re-introduced 

A number of the criticisms that were for First Encounters, sitting alongside 
targeted at frontier have been taken the now-established turret views 
into account for First Encounters, from Frontier. In addition, missiles 
with changes being made to combat, can be fitted with a front-mounted 
controls, and presentation. Cale camera capable of sending video to 
explains, "The icon layout has been the ship, so that you can watch a 
completely redesigned _ missile's- eye- view from the moment 




to make it more 
intuitive, building 
on feedback from play- 
ers of Frontier: Elite 2 and on 
the experiences of team mem-_ 
bers. Icons have been added to 
with new features and the system 
has been redesigned to minimise the able, 



of launch up to the 
point of impact 
with the select- 
I ed target. 
* "There are also a 
far greater range 
of lasers and missiles avail- 
including target specific 



number of key presses required to weapons." (Brilliant!) 
arrive at a given function." A combat computer will be avail- 

When In flight, the view screens able as a piece of ship equipment, 
are now projected as a head-up dis- This will be of a similar design to the 
play in front of the player, with the basic on board scanner, but will have 
various maps, bulletin boards and a greater range and a number of 
inventoried being called up to over- functions to allow the player to iden- 
lay it. Messages and video are pro- tify the type, distance, direction and 
jected up from the desk onto the possibly the affiliation of ships to a 
basic display area. wider vicinity. The ship manoeuvra- 

"The player is now placed firmly bility has also been enhanced fol- 
irwide the ship's cabin, seated at a lowing requests from Frontier play- 
desk with a console, rendered in 3D ers, and the tactics of approaching 
Stud/o. When docked and stable, the ships has been altered to enhance 
inside of the cabin is visible, with ship to ship combat, 
variations from the basic, cramped A major innovation in First 
interiors of the tiny single-seater Encounters is the presence of on-line 
Eagles to the vast splendbbr.of the journals. These are somewhere 
top-of-the-range 'Gyr' class cruisers, between modern newspapers and e- 
Interiors are being painted by the mail bulletins. Cale dances like a 
artist Danny Flynn to avoid the con- crazed mongoose, "There are five 
si'stent computer graphic images separate journals, three affiliated to 
prevalent in many current games." the major political powers (and 

reflecting their views on the game 
events) and two which are normally 
independent. The journals are updat- 
ed at monthly intervals and will be 
available by subscription at appro- 
priate systems. Actions by the player 
will be reflected in the text, and mis- 
sion data will be made available as 
the player makes progress. Alto- 
gether, there are over 100,000 words 
of journal text, giving a wealth of 
reading material." 

Frontier saddies will no doubt be 
pleased to hear that in addition to all 
of these treats, there's also a new 
compilation of short stories by a 
range of authors to complement the 
game worlds. Hurrah! 



SHIP 
SHAPES 



Good title for the box out that, 
isn't it? No? Oh well, at least I 
tried. As you may have 
gathered, everything from 
Frontier has been tweaked and 
pruned in readiness for First 
Encounters, including many of 
the ships. A library of new ships 
have been designed, while all of 
the old ones have been tasteful- 
ly teNture-mapped to increase 
authenticity. Unfortunately, 
whether this extra feature will 
make it onto the Amiga is still, 
as yet, unknown 



BIG DAVE 

I 1 >appy were you with 

^^^^^H I the first versions of Frontier? 

I David: I was extremely happy 
I with the first versions, as they 
^fl I show that the cult following the 
I original Elite had wasn't just a 
jpfr I fash in the pan. Five years in 

I development is a long time, so it 
K_ I was great to see the computer 

Lft> M I y ,,im * p!*y crs out there taking to 

I Frontier so immediately. The Elite 

ft M I series had become more of a way 

ft I of life than just a computer game 

^^^^ ^^»«ft toi many 

, j I Matt: If you could go back In 

l^^r I time, would there be many things 

*J I you'd change In Frontier! 

■ h David: I don't think so. The game 

David 8raben:A man barely ahve. j con|-nt w „ a , arge j mpr0tfem .„, 

on the original Elite, but kept the 
same 'feel'. This was very important as it allowed existing Elite buffs 
to make the transition very easily and new recruits to get into up-to- 
date 3D space adventures. 

Matt: What were your reason* for producing another Elite product so 
soon after Frontier (relative to the time between £//fe and Frontier)? 
David: After the unprecedented success of Frontier, I set up a full 
development house consisting of eight developers, plus a few 
freelancers. Thus First Encounters has been produced in eighteen 
months. If you look at traditional timing for bringing out a sequel, 
eighteen months is about right. You have to remember that I was on 
my own for the full duration of Frontier, hence the five year develop- 
ment time. 

Malt: And what would you say is the element that you're most proud 
of with First Encounters! 

David: I'm most proud of the mission structure and the design of the 
planets. There is far more graphic detail with the planets, including 
texture mapped mountains, polar ice caps, deserts and moors. 



Left: The rather sad thing about alt 
of these grabs, is that chances are, a 
lot of the texture mapping and 
Gouraud shading (i.e. super-sexy 
graphics) will be well-trimmed to fit 
into the Amiga. As it stands, Frontier 
2 will be arriving on three disks as 
opposed to Frontier's one, but cer- 
tainly the main ship exterior graph- 
ics will be of a much lower 
resolution than the PC grabs shown 
here. Sorry about that. I didn't get 
you hopes up did 1? Shame. 




Right: Pretty-much all of the graphics 
have been changed tor Frontier 2. 
including the navigational systems. 
If you ask me, this one looks a bit of 
a mess, but I'm sure Lord Braben in 
his Infinite wisdom (or should I say 
ALL of his infinite wisdom, just to 
annoy Harry) knows what he's up to. 

Well, fingers crossed anyway. 
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THE CHANGING 

FACE OF 
LAVE 

The Thargoids aren't the 
th*ngs lo have changed ■ 
rears; some of the more 
locations have also beco 
■veil... less familiar I suppose. 
There can't be anyone who's 
played £'«'.■ that hasn't been lo 
we. and most of the Frontier 
players will. I'm sure, have 
popped back there if only for a 
touch of nostalgia. So how's the 
redecorating going then? Well... 




Ah. the happy hours spent dodder- 
ing slowly towards such magnificent 
structures in the days before dock- 
ing computers were supplied as 
standard. Next' 



p pointing 
old Lave 
ally appear to 
have been touched much in ten 
years. A coat of grey paint, a few 
flashing lights, and some new wind- 
mill-like arms Er, absolutely lovely 
I'm sure. Neat! 



Ah, this is more like it. I've always 
thought that if there was one 
thing the Lave Station really need 
ed, it was lemon segments stuck 
on the side of it. Mho this pic from 
First Encounters. Well, all right, 
let's be honest, it Just looks silly 
doesn't it! Any more? No? Good. 



FLY AAE TO THE MOON | | LOVE TO GO 

A'WANDERING 



■bbsc = -HE. 135 CI=21[fl 91-0 ET=39B3D0D D dist=OQODQDDOD019»BD 
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The general buzzword for First Encounters is 'Detail*. The mountains 
have got grass, the grass has got mountains, and the grountains have 
got mouse (SHUT UP! — Harry). Here we see not only a nice bird's-eye- 
view of a town, but also a. er... bfrd-with-no-wing's-eye-view (below). 
As you might have guessed, the enormous string of meaningless digits 
will NOT be- appearing in the final game. (Oh, no. Really? — Andy). 



mouu - ?6C 1-U = 23[1D 1] 0 GT=5**59D0D D diit-OODODOOOOaiaBiel 





The planets in Frontier . First Encounters are as far removed from those 
in Frontier as the frontier ones w#re from the original Ore. "Wanets are 
real* claims Caie. "They have oceans and bays tnat would give the most 
ardent designer of fjords sleepless nights | SUrtibartf ast. perhaps' 1 ; 
They have cliffs that would make a c Umber ache to get out of the ship 
and set up a rope " Yes. that's quite enough of that silly talk. "Earth is 
actually based on maps of our planet, while all the others are generated 
according to the astronomical data we have. Ait are different with dif- 
ferent weather, and all will be the same each time they're visited." 
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year though, An 
heavily and he wll 
trusty life-size m 
which comes com 



ANDY NUTTALL 
Spring usually finds The 
One's unpalatably roseate 
guardian of the bardic 
stool pulling on his mighty 
galoshes and tramping 
through the phlegms of the 
Usk Valley in search of the 
season's first daffodil. This 
dy's responsibilities weigh 
I have to be content with his 
odel of Sir Harry Secombe, 
plete with realistic dewlaps. 



MATT BROUGHTON 
To be honest, the coming 
months of brambly bur 
geonings and below-the- 
belly-button bulgings and 
beginnings will make little 
difference to The One's 
deputy-chief Satyr, and 
sporter of 'The Trousers of 
Shame', who is still to be seen occasionally 
wearing an occasional table to cover the spec- 
tral damp puddle which keeps re-appearing 
in our office carpet. 



£5 



HARRY ATTRILL 
From his sick-bed, he rous- 
es himself like a slightly 
soiled sun-beam that has 
seen much better dawns 
and rather too many late 
plums recently. The fatu- 
ous and half-hearted 
climber of The One's 
treacherous North Face slouches unconvinc- 
ingly before the white desolation of his capri- 
cious Macintosh before slumping gracelessly 
to the floor. 'It was the rissoles', he cries and 
is gone. 

JO WINSLOW 

Spring has set The One's 
petite, pastry-flavoured 
Heroine of a Thousand- 
and-one Pages' a bit of a 
Countdown-style conun- 
drum. Does she continue to 
look like a tiny, bewildered 
South African antelope 
which has unexpectedly been proclaimed Cae- 
sar during Flavian period, or does she let her 
hair grow sufficiently so that by the time she 
gets married she looks like a proper girl on the 
photographs? It's a toughie? 




r. 




40 ATR 

44 ROKETZ 

46 KINGPIN 

48 VALHALLA BTW 

SO SPEEDBALL 2 CD32 

52 COMPLETE CHESS SYST. 

53 HACKNEY'S ISLAND 

54 SKELETON KREW 

56 FIELDS OF GLORY CD32 

56 REUNION AGA 

57 BRUTAL FTBL. CD32 
57 CLOCKWISER CD32 
57 BATTLE FOR T'ASHES 



Team 17 
Exclusive PD 
Team 17 
Vulcan Software 
Renegade 
Oxford Softwks 
Megatronix 
Core Design 
MicroProse 
Grandslam 
Millennium 
Grandslam 
Audiogenic 




HOW DO WE DO IT? 

At The One we believe a picture speaks a thousand words. That's why our reviews are a bit 
a -Herent and. we like to think, a lot better than the rest. Each game review begins with a short 
itroduction. telling you what sort of game you're reading about and outlining its plot, then 
we follow that up with illustrations, maps and diagrams accompanied by informative captions 
that demonstrate every aspect of how the game plays. Finally there's the Verdict where we 
eaplain the game's good and bad points in detail, so that you can work out precisely whether 
the game's for you or not. Bear in mind that although a review is only written by one person. 
tt»e whole team play every game reviewed and the Verdict and scores are based on everyone's 
"put. Based on years of research this Is. quite simply, the best game reviewing system devised 
by man. Er. probably. 



- THE VERDICT PANEL EXPLAINED 



This piccy shows you clearly 
which Amiga - AS00/600, A1200 or 
CD32 - the gome is being 
'•viewed on. 

Thii panel indicates who is pub- 
lishing and who created the 
game, along with essential Info 
such as how much the game 
costs, when It'll be released, the 
control system(s) used, how much 
memory your Amiga needs to run 
it. how may disks it comes on 
(and therefore how much swap- 
ping you can anticipate) and even 
whether you can install it onto 
tour hard drive. 



This percentage indicates not only 
how well-drawn or animated the 
graphics are. but also how well 
they complement the game. Some 
games look great in static form 
but may be slow and jerky 'in the 
flesh' which will be indicated by a 
lower-than-expected Graphics 
score. 



As with Graphics, the Sound score 
isn't based purely on the quality 
of the tunes and sound effects, 
Dut alto on how well they 
enhance the game. For instance, 
an all-guns-blazing shoot-'em-up 
•with a silly bouncy Jingle 
■wouldn't do well here. 




Payability, which we hope will 
soon be Incorporated into the 
Oxford English Dictionary as a 
'real' word (write to your MP!), 
indicates how easy the game is to 
get into and how much fun It is to 
play. Things like poor control or 
cluttered screens will take this 
score down. 



Another 'new' word. Instability 
indicates whether you're likely to 
finish the game in a day or a year, 
and also whether the game is one 
you're likely to keep returning to 
time and time again. It's a rather 
important mark, especially with 
games being so expensive. 



The Overall score is the definitive 
guide as to whether a game is 
good or bad. It takes into account 
many factors other than the four 
main ones listed above, which ft 
why it's not simply an average of 
those scores. Anything scoring 
85% or above is considered an 
essential purchase. 



The Amiga family is even bigger 
than ever now, with people able 
to buy A500/600s. A1 200s and 
CD32s. Here's where we'll tell you 
about how the game runs on the 
machines not covered In the main 
Verdict panel, as well as whether 
any enhanced or cut-down 
versions of the game are planned. 



E V I E W 




Andy Nuttall slides his sizeable posterior 
into the driving seat and assumes the 'pole' 
position, as Team 17's unofficial 'sequel' to 
Overdrive hits the weathered Tarmac. 



Oh god, it's happened again. I 
used to be good at games, 
but lately I seem to have lost 
all joystick co-ordination. And any 
gamular prowess t possessed has 
seemingly teamed with Com- 
modore's manufacturing skills and 
disappeared into the great void. It 
started a few months 
ago (around the time I 
was made editor, 
oddly) when I sud 
denty lost all Sensi 
skills; and then contin- 
ued through both Mortal 
Kombat II and Shadow Fight- 
er But ATR... well, anybody can play 
a racing game, can't they? 

With practice, it seems. Matt — 
sticking to his yarn spun to Team 17's 
Alan claiming "only to have played 
the demo once with Harry," a likely 



S.O.S? A.T..., 
ERAA, R. 



Like all good racing games, ATR 
comes equipped with its own 
Kwik Fit-style shop, which can 
bang on loads of new bits to soup 
up your car. They'll cost you, of 
course, so it's a good idea to start 
earning quickly — because other 
players will be upgrading too... 
Incidentally, the first four 
upgrades are available in more 
efficient, and expensive, forms. 
" One race only 




Right: The Battle mode points are 
accumulated as follows: Completing a 
Up first — 2 points; Hitting opponent 
with a missile — 1 point' Knocking 
opponent off the screen — 1 point. 
The first player to cross the finish line 
after accumulating the required num- 
ber of points, which can be set to 20, 
30 or 40, wins the Battle. 

story which sadly convinced Ala 
causing much taking of the urine 
the rest of the afternoon — had 
k ously played it before. So, by 
thunder, I practiced for 
a whole weekend, 
got my initials on 
loads of high score 
tables, and then M 
returned to The 
One's office confi- 
dent of a renewed 
vigour in the joy- 
stick/steering-wheel 
stakes. And then, 
sadly, I promptly lost 
again. Gii-itt. 

Despite its ancient 
game Overdrive, now rust- 
ed and burned-out in a breaker's 



i the one-player mode, you choose one of 
terrains, and then begin a single race on track 
If you come In the top three, you automatical 
I on to the neit, more difficult track; and even 
though there are seven tracks In each terrain, the 
program moves between the different terrains to 
add a bit of variety. 



RF Turbo Trax; 
W while The Hid- 
den's late starter. 
The Big End, is 



rains'. And some racing'. Forests 
Canyons, Space, Alien landscapes. 
Sports tracks... six very different ter- 
rains, lots of different tracks, and • 
showing promise, but great big bunch of, er, three whole- 
y^rd Tn Wakefield! being threatened still some months away from comple- some cars to play ™ th ^ m - 
by newcomers Arcane and The Hid- tion. 

den. Team 17 has called the other But Team 17 has gone 
two companies' bluffs by releasing for the jugular, it seems; 
this All Terrain Racing thing before not only ha* it beaten' 
the other two made it onto the start- Overdrive, it's gone sev- 
ing grid. Arcane has been bluffing us eral stages further and 
for some time with the release of its produced a game which, 
self-proclaimed "Overdrive beater", true to its title, contains 'all ter- 




Vou can soup the cars up, obv; 
you can play one or two-player, or u> 
to six players in a league, you ca» 
throw more and more obstacle - 
the road, you can go on tiro* 
trials... Options, option*- 
options. But do they maketh 4 
great game?© 



ENGINE 



GEARS 



TYRES 



SHELL 



Increases 
your top 
speed — an 
excellent 
choice, sir, 
but expen- 
sive. 



Improves accel- 
eration, which is 
quite useful. Oh 

yes. 




Adds road grip 
not, you may 
notice, ice grip. 
Sadly. 




Literally, car 
body armour. 
Kinda like Mr T I 
the A-Team 



REVIEW 



0 



§>*ow: Because the terrains are viewed from a sort of isometric 3D perspec- 
9*1, ATR often disorientates you by making you crash into a wall that isn't 
■•ally there — I.e. when you're driving top-down into a canyon. However, it's 
• ■so disorientating, but at least rather clever, when you come across a tunnel 
-«der the road which you can go into. 



SECRET WORLDS 

Out of the six terrains in ATR. the final two remain secret — because you 
can only reach them in one-player mode, and you have to finish four levels 
from each of the first four terrains beforehand! So it's quite hard. then. 
However, The One can exclusively (probably) reveal just what they look 
like, because we're great at games. So. without further ado. let me 
present to you: the terrain brothers, ALIEN and MOON! 




Circle: The later levels in each 

,-age are packed with new fea- 
tures., well, basically, obstacles, 
which become more and more 
*iendish as you improve. This simple- 

joking screenshot belies the most 
lideous creation know to ATR drivers: the 
sop-up pole. One second it's not there, the 
-'ext... aiiieee! It is! 



Above: The Forest stage is probably 
the most tricky of all. especially when 
you first start and you don't know the 
layout of the tracks. There's snow 
everywhere, you see, and even 
though some kind person has dug out 
some arrows in the snow, the absence 
of a definite visible track is really 
quite disorientating. 



Above: Not all the Forest locations 
have snow, though; some achieve the 
seemingly required level of toughness 
just from the layout alone. The tight 
bends of this track, in particular, 
must be negotiated with care, using 
good, thoughtful braking, and about 
2 miles per hour. 

Below: The blue wibbly thing on the 
Space terrain, pictured here, is a Glad- 
iators-style flooring which causes 
your car to wobble from left to right 
as you drive over it. A bit like a cattle 
grid, except that your car hasn't got 
hooves, obv. 




Above: There are six track types altogether. In two-player mode, there are 
♦our terrains to choose from: the three mentioned elsewhere in this review; 
and this one. Space. But in one-player mode, there are two more, which can 
only be accessed if you get through each track on the first few terrains. 




SHOCK ABSORBERS POWER STEERING 



TURBO CHARGER 



POWER BRAKES 




Absorbs bumps 
and rocks* 




Boosts turning 
circle — very 
useful for those 
tight bends.* 




Improves accel- 
eration and 
speed — espe- 
cially good on 
the long 
straights- 




Boosts brakes, 
rather obviously 
— but I never 
use the brakes, 
so its effective- 
ness is 
unknown.' 
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TOTAL CONTROL RACING 

The Sports terrains are classics in their own right; nothing new, simply damn good fun, 
leaving the innovative stuff to the likes of the Alien and Space terrains. Here's an 
example of a Sports level — I hope you enjoy it, because it took me ages. 



Pick-ups. the little blobby things 
that float up and down around 
the tracks, can be... er, picked up 
for added grip, acceleration, 
money, and some other things. 



Watery patches like this one litter 
normally easy corners and straights, 
making them treacherous in one fell, 
er, splash. Avoid, because they slow 
you down to a crawl. 



Sandy areas, where the blessed 
stuff has blown onto the track, 
are great levellers, because they 
slow you down. There's no knack 
to them, really — just keep going. 



It's not always easy, but it's 
feasible to short-cut some cor- 
ners by nipping behind the 
tree onto the grassy knoll. 
Slow, but sometimes effective. 
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Oil spills are particularly 
nasty areas to keep an eye 
out for. Attempt to accelerate 
or turn on them, and you'll 
spin off before you can say 
'Damon Hill'. 



Road traffic cones adorn oth- 
erwise cuddly and cutesome 
areas of the road, and not 
only do they get in the way 
of your vee-hickle but they 
damage it too. 



At every crossroads, keep 
going straight on. It's the law, 
as observed by Team 17. The 
rule's more apparent on here 
than, say, the snowy Forest 
terrain, but you get the gist. 



And lastly, where would we be 
without the obligatory Team 
17 advertisements at the edge 
of the tracks? They do noth- 
ing, realty, except — obviously 
— advertise Team 17. 



1 



REVIEW 




i-ove: Many of the later circuits 
M»ploy a special layout feature which 
Laughingly refer to as 'the splits', 
road divides into two, goes 
around a bit. and then re-converges 

The lanes are both displayed on 
■*e screen at the same time, cleverly, 
afech means in a two-player game 
~*e two cars can go either way. Each 
•n*s its advantages and 
lAadvantages, as you can see here. 



ATR's learning curve Is quite steep, so 
it starts off hard and becomes, well, 
like this. Eventually the tracks 
become so fiendishly twisty and 
tumy that you spend the majority of 
your time going about 5 mph trying 
to make the corners! So. if you want 
speed, try the Sports or the Space lev- 
els, for lots of long straights ripe for 
the taking. 



LC^flilie DPSf «I1S 

■*■ y r> 
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• v accp 
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Team 17 is one of the very few com- 
panies never to have produced a com- 
puterised footy game; but it's come 
close with ATR. believe it or not. The 
League option is for three to six play- 
ers, working on a head-to-head Battle 
basis, and each winner gets two 
points, with a point each in the event 
of a draw- You can even save the 
league, and continue at a later date! 




Especially in the Forest stage, where 
there's a plethora of little poles fenc- 
ing off out-of-bounds areas like gar- 
dens and forests, you sometimes find 
yourself flying off a water jump 
slightly askew, right into somebody's 
back garden. And it's damned diffi- 
cult to get out; but the advantage Is 
that it does happen to the computer 
player too 



| THE VERDICT 




MMmtI Team 17 
orve/ofNKt '. ; 
In-house 



£25.99 Out Now 
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GRAPHICS 



S D u n D 



H 85% 



1 PLWYflBILITY 



| USTMBILITY 



ATR does exactly what it set out to 
do: to answer the criticisms put for- 
ward for Overdrive. That game was 
great for its time, but ultimately it 
lacked realism, it was a bit samey, 
and... well, ft was a bit too 'clean' if 
you know what I mean. By that mea- 
sure, ATR couldn't be much less 
clean; throwing muddy tracks, snow 
and ice, and tree-filled forests at the 
player, with bumps and obstacles all 
making for realistic handling. Team 
17 has held back ATR, despite having 
an almost completed version for 
some time, and most of that times 
has been spent tweaking the many 
and varied tracks to increase the 
payability, and the 'fun factor', if you 
will. And I'm sure glad that it did, 
because even now, after the tweak- 
ing process is complete, ATR is a 
bloody tough cookie. The Sports 
tracks, which are the first to appear 
on the selection screen, are relatively 
simple to navigate; the track is wide, 
and there aren't too many obstacles. 
But if your joystick slips and you acci- 
dentally (or, sinisterly, on purpose) 
select Forest terrain — for this, Sports 
and Canyon can each be selected at the 
beginning — then you'll be in for a nightmare. Most of the 
ground is covered with snow — so any signposts are cov- 
ered up, the ground's slippery, and many of the obstacles 
are disguised as, well, snow. Canyon, too is difficult; 
because it's filled with slim tracks, surrounded by huge 
rocks and canyon walls (which tend to be somewhat unfor- 
giving in a head-on collision). The one-player mode is sim- 
ply a succession of different tracks from a variety of 
terrains; but I want to talk to you about the multi-player 
Battle mode. It is, quite simply, excellent; providing you 
pick a Sport or Space track which give you enough room to 
whizz around and have fun, rather than avoiding obstacles. 
When you first buy ATR, you'll find it annoying, but when 
you get into the game, it just gets better and better. High- 
ly polished, well-presented, nicely-executed. Great. 



85% 
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85% 




An A1 200 version Isn't on the cards, but It's likely 
that some semblance of a CD33 version is — 
ough nobody knows what form it will take. 
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WARP DRIVE 

an? only offers you three different 
vehicles to test your driving skills, 
but they cover a pretty varied 
ground in terms of performance: 

HYDRA BUGGY 

This good all-round vehicle 
provides good to average perfor- 
mances on 
most courses, 
and it's great 
to start off 
with. It costs 
more than 
the Jeep, but 
you can use 
it well on any 
terrain. 

4X4 JEEP 

E ncellent for cross-country and 
hardy terrains. It's also a good bit 
cheaper than 
the others, 
leaving more 
room for 
improve- 
ments with 
the remains 
of your initial 
cash. 



FORMULA SPECIAL 

An aerodynamic mean machine, 
the Formula really cuts up good on 
road (Sports} tracks. Be careful on 
other 
surfaces, 
though! 
Think hard 
before start- 
ing with this 
car. because 
it's eipensive 
too. 
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'Life, is the name of the game and I 
want to play the game with you. 
Life can be terribly tame if you don't 
play the game with two' — wise words 
muses Harry Attrill, particularly if 'Life' isn't in 
fact the name of the game, but Roketz er r is. 





So, 'Roketz' 
then. An 
i n a u s p i - 
cious title. The phonetic 
spelling of any word in common 
usage to circumvent potential copy- 
righting and patenting problems, or 
as is just as likely in this particular 
case, in a pathetic attempt to appear 
trendy, is crass and displays a wanton 
lack of imagination. The word, chaps, 
is 'Rockets'. Couldn't you think of 
anything else? I mean, there isn't 
even anything particularly Rockety 
about any of the ships in the 
game. The crassness motif is 
underlined by the plot, which 
would grace the back of a 
cigarette packet, but which when 
spread over several screens Is 
revealed 
for what it 
is, namely 
puerile non- 
sense. Which, 
when one 
considers that 
what we actually 
have here is a decent two- 
player game, with scrum my graphics 
and at chicken lickin' low price, 
begs the question, why bother' 
But enough of the carp course, 
fellow fish-keepers, and now 
for the smoked salmon and 
some hectically mixed 
metaphors in a creamy dill- 
sauce. Remember Asfer- 
oidsl Well, if Asteroids 
was a sort of one-man- 




Bugger me! A tete- 
port. Dai-boy will W \ 

never know M 
what's hit him! § 

band, with a I 
kazoo, a guitar 1 » 
and cymbals % 
strapped to its %. 
knees, and Fly-Hard- 
er is some sort of gig- ^^^^^^^^ 
ging apogee, in a Pink Floy- 
dy kinda way, complete with 
light-show, lasers and great dollops 
of atmosphere, then Roketz is a 
bloody good Hawkwind gig; alterna- 
tive, limited and a bit quirky, it's true, 
but with with a style uniquely its 
own. A pretentious prat might say 
that Roketz is tinged with post-punk 
re-assessment of a post-holocaust 
civilisation, when 
mankind has under- 
gone a celestial dias- 
pora and the galaxy is 
now populated by 
comic-book outlaw 
tribes, killing for 

• — £ ^ n and a ' 

■ worshipping 
gravity, the Big G, to whom much 
respekf is er, due. Or something. But 
as I am an unconvincing pompous 
prat I'm not going to say any of that. 
Look, you'd best be gutting and fil- 
leting this introduction my sweet- 
ings, bin all the visceral waffle and 
take my word for that fact that 
despite the underlying silliness of 
its premise, Roketz is a rather 
good game. Ah. but why? ; • 



AIRBAG NOT INCLUDED 



This is your equipment screen. And her* is your equipment. 1 . Choose your 
ship. >. A load of rhubarb about your kite, or indeed anything else you 
select. Dosh to buy lovely toys with. Prepare for action by choosing 
how much Health, Fuel and Ammo you want to carry. It atl costs money of 
course. '.. Each ship comes with its own special selection of weapons and 
stuff. Here I am deciding to equip misself with a shield to help bounce off 
walls, plus some excellent homing missiles. But which control method? 




Babel Conti- 
nental Mark IV 




And here they are, the little darlings, your 'Roketx'. 
Go on my loves, plump for any one of the above, 
because each comes complete with its very own 
daft name and entirely fictional combat history. 



i — 

What you want to do is find a nice friend, pick yourself one of the groovy 
little ships and go a dog-fightin' and a caterwaulin' through the catacombs. 
You'll be going 'arghh' and waggling your joystick futilely like the Sikh pilot 
out of 633 Squadron when, mortally hit by some sod's last desperate hom- 
ing missile, gravity plucks the very gizzard from you and sucks you scream- 
ing into a solid wall of rock. Here however, I have decided to attack Matt 
while he is re-fuelling. Just call me 'killer'. 



REVIEW 




As a one-player game, Roketz is 
pretty worthy, but ordinary. The 
graphics are more accomplished than - 
we have any right to expect in a Exclusive PD 

game at this price, and the sound Thc fMm 

throughout is well above average- I £l0 s00utNow | 
particularly enjoy the swooshing nois- . 
es. which put me in mind of the h^i^hhm. 
beginning of many a Hawkwind track jui*t<.ki>*ybo«r<f 
— and yet taking on your computer i i 

opponent is a bit, well, pointless. The 

CPU player is beatable, if frustrating- M 1 1 t IrtlB 
ly smug at first, particularly as you ST^l Q7*9 
wrestle to master the controls, but U I fO 

pretty soon you'll be blasting seven ■TTTTT1 
shades of bottom-brownies out of 7fl^7 
the elusive little swine. What the one- \lfO 
player game lacks is unpredictability. |H|HU41iJ 
Only the saddest of bears will wish to ^ 1 QAffl 
continue playing alone for too long, (JU ft) 

because the best thing about Roketz || ||J | HHie i 
is that it demands the participation of ^ m r — _ 
another warm, companionable, falli- Hj fO 

ble, emotionally volatile biped. And 
preferably one who is a bit crappier 
at games than you are. You might O T /T1 

need a few goes against the comput- 1 1 U L W 
er in order to get the hang of things , \J J f Q 
but, my dears, it's got to be said, \^ 
Roketz is a lovely little two-player game. 
Yes, Roketz has got pointless heroism, and plenty of beau- 
tiful deaths. Yes folks, we've had more fun with this game 
than just about anything save PCA Euro Tour, but com- 
parisons between the two games are invidious, and I only 
mention PCA because I can't think of anything else to say. 
At just over an Ayrton for this limitless fun, I reckon Roketz 
should be subject to some kind of compulsory purchase 
thing for all ACA owners. Having said that, I've just thought 
of a snag-ette. It's not that Roketz is only available from 
Exclusive PD, but that because it's ACA-only, it's a bloody 
shame that half the country's Amiga owners will never be 
able to play it. Still, you can't have everything. Or indeed 
anything at all, if you've got an A500. Mind you a CD32 
version is 'possible' if sales go well and so if it's plenty of 
hot two-player action your after, I say buy this game. 



li 85% 

85% 



CD32 



Roketx quaffs an AGA machines 256 colours to 

the dregs, so an A500 version is not on, 
although a CD32. er, is. You can get hold of a 
copy by phoning Exclusive PD on 0705 642 409. 
tt costs £10.50 inc P&P- Bargain-mungous) 




Ooh! Ahh! T'would seem the crowd can take 
no more, as premier tenpin bowling champ, 
Matt Broughton manages to knock those 
skittle things over with his sixteen pound 
balls. Nurse! 



It's sad (but probably true) to say 
that sport in the 90s will be 
remembered as a time for cheats, 
yobs, and drug abusers. We've 
recently seen the world shocked by 
Eric Cantona's transformation into 
Guile out of Street Fighter 2, not to 
mention that enormous bloke, Shad 
ow out of the Gladiators, 
caught with six articulat- 
ed lorry loads of cocaine 
shoved up his not-unac- 
commodating nostrils. 

Of course, more 
frightening than this, / 
and certainly more 
visually repulsive, is I 
the news that Andy 
Nuttall has not only 
started going weight 
training, but has 
bought a pair of small, 
black, silky Speedo 
trunks to go swimming 
in-. Yes. it's just horrible isn't it 

Imagine, if you will, the look on 
the little childrens' faces, as the 
semi-naked Welshman, his skin the 
traditional blotchy pink and light 
blue, steps from the unisex changing 
rooms like some over-microwaved 
sausage from hell. With a black rub- 
ber ring stuck round its midriff 

Slipping gently into the kiddie's 
pool like an inside-out crocodile, The 



never blinking, leaving not so much 
as a ripple on the verucca-encrusted 
surface of the water. A thrilling 
thought, I'm sure you'll agree, but in 
retrospect, one that is in no way rel- 
evant to this intro. Shame that, 
eh? I could've slagged off Andy 
for ages. Still... 

Kingpin doesn't 
*\ feature Andy in his 
1 posing pouch, but it 
does feature large 
balls (and believe me, 
that sentence could 
i so easily have gone 
horribly wrong). 
* There's no way to 
take it sound 
amazing, because 
Kingpin is, quite 
simply, a tenpin 
bowling game. You 
can play on your 
own. with up to five 
opponents (human or CPU), 
or participate in an Arcade 
Splits Challenge (more on that 
rather painful-sounding sport later) 
It's as simple as you like, damned 
pretty, and as cheap as they come 
But Ah'. I hear you, er... exhale, 'is it 
any fun to play?' Well perhaps you'd 
like to put on some horribly unfash 
lonable shoes filled with window 
cleaner, and squelch this way 





BOWL I N j 



BALL 

1 6 
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Above: As well as the standard tourna- 
ment games, you can get Involved In 
an arcade 'spares' game where you're 
presented with a number of randomly 
chosen nasty splits and tricky pin 
positions, along with a specific num- 
ber of 'lives' or misses with which to 
clear the decks. You get a number of 
points for each hit. and even stand 
the chance of getting onto a high 
scores table. Phew, crikey! 

Right: As in real bowling emporia, a 
plethora of thrilling and chilling infor- 
mation is available at the speed of 
light. After your first ball has sodded 
off, a smalt trifle of an overhead dis- 
play appears, showing which pins 
remain, along with a handy, nay help- 
ful, little arrow showing you exactly 
where you need to aim to clear the 
lot. Er. probably. 
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Great White Softmint eyes its prey; believe lane 1 7 is now available. V 



KINGPIN - ARCfiOE SPORTS BOWLING 
1 2 3 4 S B 7 8 9 10 HP? 

nil m m eb be m m m 

10 IB M 50 65 M 100 109 HE 





-5-6-8 SPLIT 



Left: Just in case you're a particularly 
enormous egotist, you can call up an 
action replay of any particularly tasty 
shots by holding down fire after each 

ball has gone. This Is, er... great, and 
allows you to dazzle your friends 
lime and time again, adding your 
own commentary where necessary. It 
also comes complete with a nice big 
R' in the top left 




In another screen shot extravaganza 
we see the not-attractive scorecard. 
For those of you unfamiliar with the 
scoring system, a dash means no pins 
ware hit, while a slash indicates that 
all the pins were cleared. A large cross 
is used to indicate a strike; which is 
why you won't be seeing any of those 
in my screen shots. 



Right: Tenpin bowling 
might not seem the sort of 
'sport' that demands a 
whole lot of statistical anal- 
ysis, but statistics you shall 
have. And right up to your 
armpits an' all, mate. I 
won't patronise you by 
telling you about what you 
can already see. but let's 
just say that this is the 
place to come if you want 
to check on how many 
strikes, pairs, and slits you 
have. Oo (and, might I ven- 
ture) er! (Eh? — Andy.) 
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COR! STRIKE 
A LIGHT! 

The controls tor Kingpin arc sim- 
plicity itself. Loft and right moves 
your player into position, while 
up and down moves the 'power 
arm' in the bottom right. Once 
you're happy with the selection, a 
tap on the fire button produces a 
dinky little arrowhead that zips 
back and forth in front of you. 
The more powerful the shot, the 
faster the arrow moves; making it 
that much harder to be accurate. 
It's basically nothing more than a 
reactions test, but then again, 
there is the spin... 




By pulling the power down to zero, you can cycle through the differ- 
ent weights of ball available. As in real life, the heavier the ball, the 
more impact it will have; although this will limit the amount of spin 
you c*n put on the ball. It's in situations such as this example (i.e. with 
a tricky split) where a lighter ball is more useful, as by pulling left or 
right after the ball has been released, aftcrtouch can be put on the 
ball, swinging the little divil all over the place. 








The computer has a number of skill settings, ranging from complete prat to 
complete git. while a little flashing chip in the top left lets you know when 
if s the CPU's turn (in this case, my cat. Pookie). Anyone who's actually seen a 
real pro in action will no doubt recognise this, the familiar 'steam it down the 
right side and then bend it in at the last minute resulting In a strike' 
technique that the buggers always beat you with. Another good reason to 
use the lighter ball, methinks. ■ 

\ 
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Kingpin was always going to be a 
hard one to mark simply because of 
the subject matter. If you had asked 
me what I'd like to see in a tenpin 
bowling simulation, there's certainly 
nothing I could've thought of that 
isn't in here, but that of course is pre- 
suming anyone wanted a tenpin 
bowling simulation In the first place. 
It's not exactly an obvious sport to 
transfer to the home computer, but is 
similar in many ways to Team 17's 
Arcade Pool. By this I mean that, 
though hardly riveting as a one-play- 
er game, it is quite an enjoyable 
evening's-worth as a multi-player 
romp. As far as the one-player ele- 
ment of the game goes, a certain 
amount of credit must still go to the 
T17 chaps for including the odd ran- 
dom element (e.g. the varying wax- 
induced spins). It's only inclusions 
such as this that, while not ruining 
play, do help avoid the normally 
inevitable 'once you've learnt the 
trick you're invincible* game play 
problems that many games like this 
suffer from. The control system is 
instantly accessible, and the 'ball weight 
to degree of spin' ratio leaves enough room 
for players to show off and prove their mastery of the game 
(though not without some practice, I might add). The graph- 
ics are more than adequate, while the sound is what you'd 
expect of a bowling game. The crowd cheer with varying 
degrees of enthusiasm, while tannoy announcements add 
realism to the environment. Being able to create and save 
players to disk is a nice feature, and allows you to build up 
an increasingly impressive detail of statistics as your play- 
ing improves. I don't think Kingpin will be receiving any 
major scores (not that 78 percent isn't a damn fine mark for 
such a specialist slm) but don't take this as a criticism of the 
product. It's slick, it in no way offends, and It achieves all 
that a tenpin bowling game possibly could. And let's not 
forget that this is at a fairly bargain price. Not an obvious 
award winner, but certainly competent. 

The standard Amiga version will be released at 
the same time as the A1200 lad, and will be iden- 
tical, bar the sampled speech and sound effects. 
The CD32 also version will be released (@ f 14.99) 
and, unlike the A500 thing, will feature all the 
sampled speech. Brilliant eh? 
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THE VERDICT 



■ere n the carpenter. He has a present for the king and you need it. Unfortu 
*a*ety. the despicable Lord of Infinity is totally unwilling to tell a fib and 
Mil claim to be the king. He needs a potion of lying 
«• do that, bless his little heart. _ 



This is one of the many tombs dotted about 
• afl levels. The puzzle here consists of read- / 
a. the, er... tombee's name, and using it as Jf\ 
cryptic clue to work out what to drop on 
c This will give you another item, proba- 
tory to place on another grave. The same M 
pot plants, or 'ptaaaaaaynts', make an 
appearance on .ill levels. And they said 1 11 
Variety was dead. jijjj 
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fia<ifkA 1 w "-' re not 5U,e V will appear on the 

A1200 larger machines. If it did, then it would simply 
i be more green and brown in 256 colours. 



CD32 



Probably. 



REVIEW 



'Ello J ello 'ello. What's all this then? If I'm not very much mistaken it's an 
old Amiga classic that's now available for our new CD32 chums. Matt 
Broughton has another look at the game that spawned a thousand clones. 




CD32 



I realise that a lot of you must be 
wonder what on Earth we're 
doing re-reviewing a game that, 
apart from being about four years 
old. is extremely well-known in the 
world of Amiga. We ourselves have 
often referred to Speedball 2 when 
looking for comparisons with games 
such as the Brutal Sports Football and 
Wild Cup, but there is a reason for 
this almost retro-review. The fact is 
thai many new CD32 owners, who 
perhaps aren't familiar with SB2, 
might not be aware that although 
this is now an elderly game, the re- 
release on CD32 offers them a real 
chance for top fun. 

In fact it's surprising how well SB2 
has aged, and when put up in com- 
petition against the aforementioned 
Brutal Series offering from Millenni- 
um, wins by a fair margin. But any- 
way, I'm going into 'Verdict talk', so 
let us — for the sake of those who 
don't know what Speedball 2 has to 
offer — have a little looky... 

The game of Speedball is a pretty 
simple one. Two opposing teams of 
nine players must use 
^ J* J \ any means, fair or 

. r^ij ,ou1, to 9et the 
A^^TtflrjPjL ball into the 



enemy goal. 
The ball can 
be carried, 
lobbed or 
thrown. 
k_ making 
use 



As well as scoring points for direct 
goals, bonuses are awarded for hitting 
specific targets on the arena walls, 
such as this rows of stars, light all of 
them and a big bonus is coming your 
way, while other single targets award 
the odd point hare or there. Above the 
stars you can see the warp tunnel 
which transports the ball to another 
tunnel opposite, while the 'loop-the- 
loop' contraption below offers yet 
another points possibility. 

of wall rebounds and various pitch 
features (more on that in a mo'). 

Of course, that would make for 
fairly boring play, so Speedball 2 
allows the players to beat the crap 
out of each other Each player has a 
set of eight statistics, pertaining to 
such abilities as speed, stamina, intel- 
ligence, aggression and power. 

Using coin icons collected during 
matches (these just appear randomly 
every now and then) the players can 
buy equipment to improve these 
stats. Chest guards, power gloves, 
speed boots and the like can be 
upgraded time and time again, so 
that by the end of a league you've 
got yourself a right bunch of ball 
bashers. There's also a transfer mar- 
ket, and should you have enough 
dosh saved up, can purchase from a 
number of hardy pros that peri- 
odically become available. 

Of course the most 
fun, though, is to be 
had simply by punch- j 
ing, sliding and barg- j 
ing other players 
about, so enough waf- 
fle, let's get to it! @ 







To start with, each team is fairly slow and crap. Each 
of the eight skills are given a rating which, as you 
can see in the top left, is marked in yellow By 
selecting specific areas (e.g. these 5peed Boots) 
you can increase each skill to a point — shown by 
the orange area. As the players become more 
experienced, their allowance increases, or you can 
save up and have a dabble in the transfer market... 




Ye* h's transfer timel Quite often after a match you'll be 
informed that there are players available on the transfe 
market. As you can see. by way of comr " 
generally a fair improvement on your standard team. 
This forward has impressive defence, speed and stamina, but 
costs 1175 credits. Unfortunately. I've just spent most of my 
wonga on the new right-winger with the shades and earing. 
Pahl Just my luck. 



REVIEW 






*** status panel at the base of the screen displays a plethora of Information. 
■N?udtng scores and game time remaining. It also has a strength bar, show- 
er? the currently active red or blue team member's health. You may have 

:ed that there's no blue bar actually shown here, which Is why I'm being 
KLged off the pitch by my legs. Suffice to say, you need fairly tough play- 
once the league gets going. 

As the leagues and cups progress, 
your team builds up a comprehensive 
list of statistics (not very impressive 
here I know, but I was trying to play 
and take grabs at the same time!) As 
well as being useful for checking up 
on your general performance, it's also 
a good place to compare your team 
with your next opponent. And a quick 
look here shows... yes, I'm about to 
get thrashed. Excellent. 





S*»ug gits these CPU teams, aren't they! Yes, after each and every goal (and a 
*xh glance at the scores will show that we've seen a fair old few this 
-atchl the scoring team celebrates in style. First up is a slow-motion replay 
s - the last few seconds leading up to the goal, and then the scorer takes a 
:ooth-filled slide while the other members of the team get down and shim- 
my Unfortunately, you can't punch them during this part of the game. 

I 





As well as cash icons, special powers-ups appear over the pitch from time to 
and once collected do anything from freezing the opposition to warp- 
■- z the ball to your most forward player. Specific player statistic power-ups 
.iio be collected (i.e. Power Gloves for throwing ability. Bitmap Shades 
ta# aggression, etc.). But be warned, the CPU is generally a lot more efficient 
i" grabbing these than you are! 
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Considering Speedball 2's age, the ^ 
first thing that strikes you when play- 

ing is how incredibly well it's aged. ^^^ L *^^ ' ' 

Even though they've been only slight- Pubi,*ho Renegade 

• Devefopv ■ 

ly touched-up (oo-er vicar!) the graph- The Bitmap Brother* 

ics are still nice and crisp, and the ■ 

£14.99 Out March 

gameplay is still challenging and fun , 

— particularly the two-player games N»tH..doi* mutable 

(in which I managed to thrash Andy 

quite convincingly). If I was looking at M „ moiy . 557-1 

this as an Update, there wouldn't 2Mb I 1 
really be too much to comment on, WaT^n^!^^ 
but the new music is superb, and the f j Qf)7 
inclusion of more commentator sam- ^ 0 U (0 
pies and crowd effects boosts the 
atmosphere considerably. Renegade "T~ QQCD 
has thankfully avoided the temptation 0 0 f 0 

to tweak and change the major ele- nmnnnv 
ments of the game, although this a» I Apfli 
could (to be frank) be due to laziness (jD /0 

rather than deliberate planning on its ■ - ■ ■ , ■ 1 1 ■ 
part. The joypad isn't exactly my ^ m ■ — — 1 
favourite form of control, but thank- ^ Ml / 
fully the joystick is compatible once I ' 

you've got past the first few selection 
screens. Having said this, there's obvi- — A ||e 

ously no way to pause the game, so U gl^V 

be sure to take the phone off the hook jj J fQ 
before plugging in! I'm surprised to find 
that none of the 'buggy cheats' have been 
removed, and those of you who have played this before and 
found pleasure in performing the *lob the ball against the 
wall by the warp tunnel and watch it go in every time' will 
no doubt be glad to hear that it is still possible. First time 
players will, I'm sure, take delight in saving up their pocket 
money for a big time fighter, and then unleashing him on 
unsuspecting teams, while the more sportsman-like will 
attempt to put stunning pieces of play together. Other than 
that, it's all as before, with some really gittish computer 
teams to beat (or, more likely, beat you), and tons of smash- 
ing violence to get involved in. If there was a down side to 
SB2, it's that to start with your team are a bit too weak to 
deal with many of the teams, but once you get a few moves 
under your belt, you should be able to proceed quite quick- 
ly. An oldie, but a goodie, and only fifteen quid to boot. 
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THE VERDICT 



Joystick 



Memory 

1Mb 



v. 



First things first — ignore the sound 
and graphics mark. If you're even 
half-interested in playing an intelli- 
gent game of chess you won't care rVMfMr: Oxford Soft. 

. Developer: 

what it looks like (although there s a m-house 

disk full of loverly graphics), and as | 

. , £14.99 Out Now 

for sound, might I suggest Vivaldi s 

Four Seasons. Yes, The Complete MoWlhgyboard 
Chess System is, quite simply, not a Joystick 
beat-*em-up. If you don't have an ■■ Wmory | oishi 
interest in chess but think you might "^1^^^^ 
like to have a bash one day, this is the B> f tl f 1H 
sort of package that will be a valuable Wd\ 9d9 
purchase from beginner level right up L I fO 

to when you consider yourself * right 
old master. If there are any real chess U IQ 

know-alls out there, you'll "-ally enjoy \\ ( R 

being able to load up specific < yTT^TTTTTTT^ 

battles and joining in at >■ If — 

moments in the game (on the winnm (jU U. 

side, obviously). The various dl- I I tlJ Uff TTl 

and text info layouts rehen- -^STI — rwwn — I 

sive, while the control system it M H II / 

and user-friendly. Ther* art * Host of *™ I I 
easily accessed options, allowing 0 If ' U L 1 

cheats to easily take back ttn MH> ft A fll 

pie of moves with a f tick ol the wrist. U | I WW 

or even swap sides just as the com- (J U I 0 
puter is about to win. While for the seri- 
ous player hints and step-by-step action 
replays are available, and you can have move recaps con- 
stantly updated and notated on-screen if you use a smaller 
board. The half-hearted chess player might find it interest- 
ing to see what the database says about them and compare 
their moves to historic games. Not everyone will care about 
this sort of option but they do give you something to sod 
about with. Ultimately, a computer chess game is only as 
good as your own game of chess, but I will say that TCCS is 
the most instantly friendly and playable offering around. 



Apart from the 3D piece* moving a bit less jerki- 
ly on the A1 200. there's no real difference — 
with no plans to produce A1200 or C032 specific 
versions. It's also worth mentioning that you'll 
need 1.5 Mb of RAM. and at least 5Mb of hard 
drive space If you're planning to install TCCS- 
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Now than, if you look really 
hard, there are a few 'interest- 
ing' things In amongst all that 
brown, er... stuff. There's a 
brown wasp in the centre, m 
brown monkey on the right, 
and I'm hunched down under 
some brown spikes. There are 
also green and (yes, you've 
guessed it) brown gems to col* 
lect. Or you can just play 'hide 
and seek' with your friends. 
God, this is crap. 



The Ultimate Platformer For Your CBflA 
Amiga" Aha ha ha ha! Matt Broughton 
laughs heartily at the 'slightly inaccurate' 
claim on the front cover of this piece of poo. 
Now wash your hands. 



Poo is a top word. Not a stun- 
ning page-filler of a word I 
know, but a top word 
'•onetheless. Its uses are myriad, and 
perhaps best of all, it's 
accepted as a valid 
anedical term. It is 
-ien with some 
Excitement that I 
dust off my 'poo 
dictionary' in 
^adiness for the 
forthcoming 
review of Rackney's 
-. and — a veritable 
p*op-fest. 

The plot follows the 
gameplay in as much as 
if* completely predictable 
and unoriginal, and tells the story of 
an evil beast called Hogar, who has 
put six beautiful islands under his 
wicked spell. Er, other than that, 
ihere's not a hell of a lot available in 
the way of plot (and I stretched that 
out a bit!) 

Rackney's Island is a sim- 
e*e left to right platform 
game, with you jumping 
from tree-top to stone pil- 
lar, avoiding spikes and 
nasty snails, monkeys, 
worms etc. in an attempt to 
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The first end-of-level guardian you 
encounter Is a kind of 'Frankenstein's 
Tree' affair that moves back and forth 
throwing rolls of Astroturf at you. 
Anyone who's ever picked up a joy- 
stick will kill this prat on their first 
90. at which point It flashes a couple 
of times and then disappears. Hmm. 
exciting graphical effects wanted. 
Apply within. 



get to the end of the level, where a 
guardian is waiting for you to hit him 
20 times so that he can flash slightly 
and then pop off down the pub for a 
swift half. 

Along the way you can choose to 
snoop around for gems and bonus 
icons, or simply peg it 
s fast as possible to 
the end of the level 
for a time bonus. 
This is a bit of a 
mistake pro- 
gramming- 
wise. as I can 
guarantee that 
after a few minutes 
play, you'll just ignore all of 
the baddies and jewels in 
favour of simply finishing the 
game. Quickly. 

If I stopped my intro here, I 
wouldn't be far off having told you 
everything, and therefore... The End. 
I thank you. A 





An extremely exciting moment in 
Rackney's Island, simply because 
there's a different palette used other 
than brown. Here in the castle, spin- 
ning blades and ghosts introduce the 
first use of a strange 
new colour called 
'white'. 
Fortunately, I 
can spin onto 
my head and 
spit purple 
ball. Phew! 
That's lucky 
eh? 
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I THE VERDICT 

It's very rare that I award a mark 
under 25 percent (i.e. below The 
One's "Rubbish. Offensively low qual- 
ity." mark) but you know you're in 
trouble with a review when the most 
positive thing you can say about the 
entire product is that there's a nice 
static intro screen at the beginning 
(and, incidentally, even that's ruined 
by a dodgy tune). Yes, Rackney's 
Island is absolute crap. If this had 
arrived in a bundle of 'PD Zone' 
entries, I would still have given it a 
hard time, and the budget price of a 
tenner goes no way towards making 
this of any value to the punter. The 
gameplay is the most unoriginal ever, 
with mushrooms whose heads you can 
jump on, platforms that dissolve, 
deadly spikes, etc. etc. etc. The real 
killer, though, are the graphics which, 
for some reason, favour dark browns 
and greens rather than the usual 
'pleasant colours' we've come to asso- 
ciate with games. The sprites are also 
moy drab, employing a sort of 'Card- 
board-Cut-Out-O-Vision' throughout. 
The background parallax scrolls quite 
smoothly, but whereas most developers 
generally spend a large proportion of thei- 
time on the main character, these folks seem to have spent 
about 10 minutes on him and the result is a sad, four-sec* 
tioned, two-coloured (light brown and dark brown) poo- 
drop. The last thing that appears in the game's manual is 
the bold statement "Look out for other great Megatronlx 
Software releases!" Er... no thanks mate. I'd rather go to 
the toilet with my trousers on. I'm likely to end up with 
about the same amount of poo on my hands whatever. 
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e e m i n 9 I y . 
whenever I 
write a review 
these days it often 
begins with a coin- 
son to some 
game or 
hich was gen- 
better than its 
more glitzy, grand- 
re* Off 3, for example, 
never as good as Kick Off 2: 
of the Robots Is a mere 
gatelle in comparison with Inter- 
national Karate*: and Whizz, while 
rather good in itself, draws much 
inspiration from the Spectrum classic 
Head Over Heels. 

I was going to start by saying 
■Skeleton Krew is not as good as its 
much earlier counterpart, the excel- 
lent Robotron. by Defender creator 
Eugene Jarvis." However, that 
game was one of the classics of / 
all time, but in reality 1 
don't think Eug, if I ,r 

The worlds m' 
ate set, /' \' ™ 
seeming- '4_I 
ly. in a ^ s s 1 . 
gigantic , ^^^^ 
past-apoca- . v^^W.. 

lypttc depart- ^ ^^^*" S| ^ ^ 
ment store, with 
each o* the levels on I . * 

different floors. And 
they're connected by a similarly 
large lift, flooded «uth water, which 
^akes you down toThe next stage — 
and wheifcouve killed all of the ene- 
mies in there you conveniently arrive 
at your next destination. Next stop, 
haberdashery. Probably. 



VIEW 



Ah, alas and alack; once again a game with great promise, offering much 
in the way of juicy treats and sweetmeats for Andy IMuttall to enjoy for 
the time to come, has evaporated into so much space dust... 





may call him that, would even 
his nose with Krew. Since I fo 
my early opinion of the game, 
since completed it — and now 
nowhere can I find even the slightest 
trace of imagination from the design- 
ers. Yes. I know that this intro's 
turned into a 'Verdict' again, but I'm 
so hacked-off with Core because the 
buggers managed to take a game 
with so much promise, which 
been looking forward to for s 
long time, and utterly 
the final hurdle. 

At the start the graphi 
conning me into thinking that 
a good game — to the point 
told 5usie, Core's PR girly, that I liked 
it (and I don't normally do that). Now 
I've played it properly I've got to pick 
up the phone after writing this 
review, and retract my earlier state- 
ment. God I'm annoyed. ' 
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u still despite ihem. you hav toJ>e*&* rert*l(!_ amount of 
hr. .,us. they're particularly haiit-n. ,„„| H-wtvy.. « o.w.-.vly 
. .ue aUo sumo which are th* underworl<r<'HU>valrnl of thf u<-< »< 
ladies and Gvntt-men. 1 present., the Hies Possibly the most annoying 
•■nemv '.Inci 'he little horizontally flying things in Nobulus Gits. 
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Nicole? C'est 
Ma man 1 If 
you think 
that you 



,|( w f , then cast your mind 

_ m back no further than 

Cscape from the Planet of 
the Robot Monsters which was. it 
truth be told, a far superior game. 
Great waves of deja vu enguMed 
me as I walked across those nifty 
tiled areas and shot the naughty 
blighters with my big gun. 
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PLAYJIBIIITY 



o be believable, you see 
>bots lighting on Mars ca 
spate like this and makim 
ne on the left is open, is j 
nces crop up throughout 
indicates that they were i 
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No version for you Amiga 500/600 owners, but 
a spanking new CD32 version should be out by 
the time you read this. With a CO soundtrack, 
doncha know. 
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®UPD 



Fling open your windows and kick down your doors, because here come some of the 
finest A1200 and CD32 updates you're ever likely to see. /Watt Broughton's the man with 
the over-enthusiastic intro and the glow-in-the-dark pants. Read on... 

FIELDS OF GLORY | 

AflicroProse 4 
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£34.99. 
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i(e effective as* she 

mn strange, but as to 
worlh paying extra 
II that's.really up to 
personally •not all lhat ' 
swayed by speech sample-. *■» 
games like this, simply became 
they're not adding much .othei, 
than a bit of atmosphwe. , 
As for the graphic enhance- 
ment*., well, agam, they're nice and 
yes. they are enhancements licit it 
has fe be said that don't really adej 
anything to the game itself, which 
is after all why we're here. 

Reunion AGA is still a decent, 
absorbing and rewarding game, 
and features some excellent music, 
but if you've bothered to read this 
far, you'll understand why it 
doesn't really deserve any improve- 
ment on its original score. 

OVERALL: 80% 



ack in Decem- 
ber (an his- 
torical intro 
II notice — I've 
come back off 
my Creative Subbing 
course) our resident 
old git, Harry, turned 
his colossal attention 
towards a little strat- 
egy thingy from 
MicroProse, known 
as Fields Of Glory. It 
scored a 'pretty smart' 77 percent, 
being dubbed as a game "... 
attempting to bridge the gap 
between out-and-out strategy and 
a simple combat game." 

The CD32 version is. sadly 
in no way enhanced, but a 
straight port across the 
formats. Within the game, 
you get to command an 
impressive collection of 
military might through any 
of a number of historical bat 
ties, following the likes of Napoleon 
as he roams around beating people 
up and sticking large swords into 
peasants. An intuitive control sys- 
tem makes things nice and easy 
throughout, employing the age-old 
'point, drag 'n' click' method. 

The major criticism that was lev- 
elled at FOG first time round (and 
therefore must be mentioned again 
here) was that it appears to be 
extremely easy, even to the novice. 
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What we have here Is a very dull 
grab indeed. 

During the course of Harry's review, 
he asked me to have a couple of 
goes, and sure enough, even I 
(with my generally blood 
bath-like strategies) 
didn't really have too 
many troubs. wiping out 
the enemy; even on 
harder level settings. 
This is, then, an identi- 
cal product, with no real 
change of 'feel' on the CD32. It suf- 
fers from the same problems as the 
Amiga version, but by the same 
token, is also 'pretty smart' for the 
same reasons. 

If it's your kind of thing, fair 
enough, but I'm personally not all 
that taken. I'd rather beat up my 
younger brother (but I haven't got 
one). Shame that eh? 
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Saturday trying to make it 
all fit together. Phew! 

Well anyway. It's now 
>r available on the CD32, sporting 
or tarted graphics, an improved con- 
re trol method to take advantage of 
)f the joy pad, and some souped-up 
l- sonics. 

d) The game itself is a sort of Amer- 
te lean Football mixed with a side- 




viewed Speed- 
ball affair, with 
mighty Viking- 
types smashing 
each others faces in under 
the pretence of playing a 
<^ sport. Power-ups come in 
the form of lightning bolts, impris- 
oning blocks of ice, bombs etc. while 
sword, shields and speedy rabbits 
can be collected along the way to 
improve your chances. 

Victory is yours by either 
surviving the entire length 
of the match and scoring 
the most goals, or by taking 
enough of the opposing 
team's player's heads off to 
end the match. There are knock- 
out competitions to enter, single 
game settings, or an entire league to 
conquer. 

The main selling point for the 
CD32 version of this little love, is the 
use of the joypad. On the original. 



REUNION 

A1200 version • Grai 

■■■■A . niiimM Af .A ik miafln 




UPD 



= 




Kids 'n' blocks — they love 
'em! Well perhaps not 
always, but considering the 
success of ideas like Tetris and 
Rubik's Cube', you should never 
underestimate the power of a puz- 
zle game. No. 

And with this pointless thought 
■ n mind, we turn to the CD32 ver- 
sion of Clockwiser; a simple puzzle 
game which, though not exactly 
revolutionary in concept, certainly 
offers something a touch more 
attractive than the average 
puzzler. 

It's basically a simple 
game of 'follow the lead- 1 
•r*. where you have to 
match a pattern of blocks 
shown on the right side of the 
screen, by manipulating a bunch of 
similar blocks on the left. To do this 
you use your mouse to create a box 
around the blocks you want to 
move and then rotate the blocks in 
either a clockwise or anti-clockwise 




you had to jump between the key- 
board and the joystick, selecting 
power-ups and activating them. 
*ou can now toggle between 'toys' 
with the finger buttons, while 
jsing the spare buttons on the pad 
to activate them. You also have 
two active buttons for high 
kicks/jumps and low kicks/jumps 
etc. 

The new music includes some 
excellent widdly-widdly guitar, 
which is spoilt when you score a 
goal, because the guitar just cuts 
off, leaving the inadequate old 
Amiga music piping away like a 
madman with a crappy old penny 
whistle. 

So overall. BF is still a fair old 
game and certainly profits from 
being on CD, but the graphics are 
surprisingly jerky, nay, chuggy. Still, 
/oily good fun. 
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The normally hospitable Dymund 
tribe were aghast at the sight of 
Disney's new Epcot Center. 

cycle. And, er... that's it 

Things start off incredibly sim- 
ple, but Mr Learning J Curve starts 
to pop his head round the corner 
after a few levels (of which there 
are now 250 as opposed to the 
floppy version's 1101), introduc- 
ing 'special' blocks with 'special' 
properties. The most basic of 
these 'specials' 
are coloured 
blocks, and though it 
may seem simple in 
theory, once you start 
getting bullied around by 
gravity, you are forced to 
start thinking ahead before 
trundling all the little fellas off 
around the screen. 

Next up come such beauties as 
diamonds that multiply in a Sou/- 
derdash fashion — remember 
that? (how can we fall to, when 
you mention it at least 50 times 
a month? — Harry.) — whenever 
dropped for more than a couple 
of character blocks, as well as 
bombs that destroy any adjacent 
items when dropped. As you 
might imagine, once you start 
getting levels containing both 
items, you need to employ some 
severe object management if you 
want to end up with the right 
amount of blocks and diamonds. 

So what does the CD32 Clock- 
wiser have to offer? Well, as I've 
already mentioned, there are tril- 
lions of levels to plough through, 
as well as some new graphical 
backgrounds to look at. The only 
other change is the inclusion of 
CD music behind each level. This 
is okayish, but not exactly Pink 
Floyd. Or even Keith Floyd. Other 
than that, Clockwiser remains a 
simple but addictive game, weak- 
ened only by repetition. 




ack in October, I 
awarded 78 percent 
to a little Audiogenic 
offering by the name of Gra- 
ham Gooch World Class 
Cricket (a catchy title, I think 
you'll agree). It wasn't exact- 
ly a product that set the puls- 
es racing, but compared to 
some of the disgraceful crick- 
et games that have appeared 
over the years, it certainly 
was a touch more playable 
than most. 

And so it fs, that upon 
loading Battle For The Ashes. 
I find myself experiencing a 
touch of the old deja vu- In 
fact, so strong is this feeling, 
that I resort to ringing up 
that nice man at Audiogenic and 
asking him if there actually are any 
differences between this product 
and the one I originally reviewed. 
After much umm-ing and arr-ing, 
I'm told that there are in fact no dif- 
ferences save for the title (which is 
now several times more flowing) 
and the fact that rather than having 
an entire disk full of teams to select 
from, you can now only play as 
either England or Australia. Swizz. 

Now you might be wondering 
why on Earth anyone would want 
to go out and buy what is basically 
the same game as before only with 
bits missing, but it's really been 
released as a tester for those play- 
ers who perhaps weren't brave 
enough to fork out the original 
£29.99. The game itself is identical 
to the full priced release, and so for 
someone like myself who doesn't 
care how accurate the team names 
and statistics are, this is a bit of a 
barg'. 

Bowling (he said, realising that 
he hadn't mentioned how the game 
works) is a simple affair. Stop a 
moving block over the area you 
hope to aim for. press fire, and then 
wiggle as hard as your little hands 
will allow, until the ball doth shoot 
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forth towards said opponent. You 
can shuffle your fielders around as 
much as you like, as well as select 
fast, spin, and er... other bowlers 
from your mighty team. 

Batting is far more fun. with a 
selection of eight strokes to play 
depending upon your judgment of 
where the ball is likely to end up. 
Once you've walloped the ball as far 
as you think it'll go, it's time to once 
again wiggle until you can't wiggle 
no more, as your brave warriors in 
white peg it back and forth in 
search of that elusive 'run' thing. 

As you may have guessed, I'm, 
not exactly a cricketing person, 
although I did quite enjoy review- 
ing this first time round. I can't pro- 
fess to wanting to play this ever 
again, and certainly wouldn't rec- 
ommend BFTA to anyone with any 
of the other Audiogenic jobbies, but 
it's damn good value as a first crick- 
et game. 

I would mark this down for being 
simply more of the same (well, 
identical, now that you ask) but 
considering the kiddie-friendly 
price, I'll simply pare some small 
slivers from the score. 



O 





And as the Amiga sinks in the west, we look towards the horizon, hoping that tomorrow 
will bring a better day. Or, failing that, perhaps some nice cheap old games. Matt, Andy, 
and Harry, have a quick shuffle through the pack, and prepare their C.V.s 
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SPACE HULK 

Hit Squad £14.99 

It's not often that you soil your 
pants while playing a comput- 
er game. Looking at saucy 
slide shows maybe, but actually 
playing something scary is a rari- 
ty in the heady world of the 
Amiga. However, there's one title 
that has enough genuinely fright- 
ening moments for every game 
ever released, and that's Space 
Hulk — Electronic Arts' brilliant 
board game conversion. 

Mankind is currently waging 
war against a strange race of 
aliens. Called Genestealers, these 
ferocious monsters ruthlessly hunt 
and kill any humans they come 
across, ripping them apart with 
their razor-sharp claws. Rottweil- 
ers are teddy bears compared to 
these fellas. 

Controlling anything from a sin- 
gle marine to two squads (10 war- 
riors in total), it's your job to 
board the massive space hulks and 
cleanse them of these foul inhab- 
itants. Marines can either be 
directly manoeuvred by you, or 
given a set of instructions which 
they'll obey without question — 
much like the old toy Big Trax. 
only not as arse (Hey! I always 
wanted one of those! — Andy. 

It's this blend of strategy and 
arcade skills that puts Space Hulk 
so far ahead of the rest. The Gen- 
estealers are terrifyingly intelli- 
gent, using decoy manoeuvres 
to lure you into a trap, or 



sneaking around the back while you 
fend off a couple down a corridor 
ahead. It's truly scary stuff. The nar- 
row walkways give the game an 
unnervingly claustrophobic feel, and 
the sound effects, used sparingly, 
can reduce grown men and Andy to 
gibbering wrecks. 

There are tons of missions and a 
full-blown campaign to get your 
teeth into, making Space Hulk a 
huge and taxing game. Certainly at 
this price, you'd be a fool to pass 
Space Hulk by — unless you're a bit 
of a big girl's blouse, of course. [MB] 





DUNE 2 

The Hit Squad £14.99 

udget reviews aren't meant 
to be the most time con- 
suming parts of writing The 
One, as it typically only takes us a 
morning or so to find out whether 
or not a game has managed to 
stand the test or or not. And it's 
because of this that I wish Dune 2 
hadn't shown its smug face around 
here again — I've wasted more time 
on this than I have anything else this 
issue, and that includes gobbing at 
Harry when he's not looking. 

Dune 2's sub-heading. The Battle 
for Arrakis. pretty much sums up 
what the game's about. You can opt 
to play one of three warring 'Hous- 
es', each with its own strengths and 
weaknesses, with your goal being to 
defeat the other two. effectively giv- 
ing you control of Arrakis, the des- 
olate planet covered mainly in sand. 

You start off with a simple base, 
a few quid in your back pocket, and 
the aspirations of a madman. The 
only way of raising more cash is by 



Dune 2... old spice? 



mining for Spice — a rare and valu- 
able mineral which can be found 
buried deep in the sand dunes. Once 
you've amassed a decent bank bal 
ance, you can start constructing 
additional buildings, vehicles and 
weapons with which to obliterate 
the other Houses. 

To fully appreciate Dune 2, you 
need to spend time playing a few o' 
the missions. Although you can save 
the game at any stage, it's easy to 
lose track of time and play each mis- 
sion in one sitting which can take 
anything up to two hours, depend- 
ing on how far you're into the 
game, as I've found to my cost. In 
terms of pound per playing time, 
you'll not get anything as pocket- 
gratifying than this. Dune 2 is a true 
classic. As opposed to a false one. 
that is. [AN] 




SIM LIFE 

Maxis £17.99 
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p until quite recently, swim- 
ming giraffes and flying 
pigs existed only in the 
minds of those addicted to 'funny' 
fags. Then along came Maxis and 
changed all that with the release of 
Sim Life, a strange game which 
allowed you to quite literally create 
any living creature you could possi- 
bly imagine. However, that was a 
couple of years ago, and some of 
you newer to the hip and 
happening place that 
>m Is the world of 
' Amiga in 1995 
(ahem) may have never 
had the chance to mess 
around with life as we 
know it. So hurrah for the 




budget 'scene' which rectifies this 
— at a reduced price to you, thu 
lucky punter. 

Creating your weird and won- 
derful creatures is as easy as baking 
a cake, but with living things as 
ingredients, not flour and eggs. Or 
milk. First, construct an area with 
fertile soil, vegetation and a plenti- 
ful supply of water (essential to all 
living creatures, especially fish) 
Next, introduce a species into the 
equation. Then, provided your envi- 
ronment can support life, leave 
overnight to simply 'exist' or fiddle 
with the various options in order to 
mutate the bleeders. Ethics, of 
course, are optional. 

If this all sounds rather easy, then 
that's because Sim Life's intuitive 
user interface (I bet you got that 
phrase off the box — Harry.) makes 



everything a doddle. Strugglers, 
thickies. and arses can call up the 
on-screen tutorial which guides new 
users through the game's various 
features. Of course, the beauty of 
Sim Life is that its possibilities are 
literally endless, to the extent that 
if you played this forever you still 
wouldn't experience everything the 
game has to offer. (Trying for a job 
at Maxis are we. matey? — Haz.). 

Okay, so it may not be everyone's 
cup of tea. The graphics stink of fish 
a bit and there's an overall lack of 
polish, but it's an interesting idea 
fairly well implemented. Oh. only 
consider buying this if you've got 
remarkable eyesight — the text is 
often quite hard to read. [MB] 





If Amiga flight sims were wines 
then 1989 wouldn't exactly be 
regarded as a classic year. For 
the time. I'm sure efforts such as 
Their Finest Hour were enjoyable 
enough (indeed, this poo even 
picked up a few 90 percent review 
scores), but now, six years on, the 
30 routines are extremely dated. So 
why Kixx XL has decided to stick out 
this nonsense is, to be brutally 
frank, beyond me. 

At first, everything seems to be 
in order — there are plenty of 
options and planes to choose from, 
with a variety of missions to tackle 
— but it's once you get into the 
game proper that the true arseness 
of Their Finest Hour is graphically 
and horribly revealed. 

Bland graphics and awful sound 
don't help much, but it's the speed 
of the thing that really pongs. Even 
lucasArts' team of talented pro- 
grammers couldn't construct a half 



decent 3D routine, and the result is 
something that jerks along at best. 
This makes flying pretty damn 
tough, and by the time you realise 
that you're too close to the ground 
or something, the error is irretriev- 
able, ensuring much gnashing of 
teeth. What's even worse is that 
there are no external views to liven 
things up. Harumph. 

If you're seriously into flight sims 
then Reach for the Skies, released 
on budget a month or two back, is 
miles better. This, sadly, should 
have been laid to rest three years 
ago when Amiga flight sims, if 
you'll pardon the expression, real- 
ly began to take off. [MB) 





Patrician failed return code 
1 0" blipped our Amiga only 
a few seconds after I'd 
Inserted disk one of The Patrician. 
On subsequent resets, the same 
message appeared. I was just 
about to chuck the disks bin-wards 
and have another go at SWOS (I 
am currently managing Lincoln 
City, for whom by the way Colin 
Greenall, in the number 5 shirt is 
proving to be a bit of a colossus m 
defence), when I noticed the edge 
of a little slip poking out from 
behind the manual. On exam- 
ining this unassuming 
piece of paper (it was 
not, sadly, a silken 
under-piece of girl's 
attire), all was 
revealed — I had to 
type an instruction 
into the machine to get 
the damn thing working. 
Ah, my dear Watson, how 
sodding elementary... 

Superficially, The Patrician is a 
'trading game', but, rather absent- 
mindedly, the programmers have 
omitted to include the 'game' bit. 
What I mean is, trading games are 
fine provided you've something to 
back it up with. Frontier: Elite 2 is 
(so they tell me), a trading game 
at heart, but one that's encased in 
a sugary coating of space travel 
and fighting. Voyages of Discov- 
ery, as I reported last month, is a 
bit of trading-game-with-knobs- 
on, and patchy affair though it 
may be. I wouldn't think of point- 
ing my finger at it and declaring in 
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Hi I'mPerkin 

Warbeefc and l go 
like a prhrvy door 
the Blague's 



a stern but fair way: 'VoD, you've 
got no knobs'. The Patrician hints 
coyly that there may be something 
knobbly under its hose besides the 
tedious buying and selling of 
things... but if there is. I haven't 
found it. You can get married, elect- 
ed and er, stuff— but why, frankly, 
should I bother, when all I have to 
do is trip back and forth between 
the various towns (all bearing a 
striking resemblance to Bruges, and 
each other) about a zillion times? 
There's never any scope for devel- 
oping your character, it's just 
juggling figures in an 
effort to buy stuff for a 
lower price than you 
can flog it. Mercantile 
Mogodon. that's 
what this is boy... 
Graphically, there's 
bugger all to shout 
about, and the music is 
so infuriating I stuffed my 
ears with some'sun -dried tomatoes, 
which I keep close at hand for aural 
assaults. Animations here and there 
try to liven things up a little, but 
they are distractions your honour, 
mere distractions — the best ray- 
traced visuals couldn't save this 
game from being, well, dungy. 

Matt liked this game when he 
originally reviewed it, awarding it 
81 percent: but I'm afraid it did 
nothing for me at all. Call me crazy, 
but maybe that's because Matt likes 
trading games and I don't. I shall 
therefore be telling the kids to leave 
this old rhubarb on the compost- 
heap where it belongs. [Hf 

A 







in 
> 
< 




SIM ANT 

Maxis £17.99 

Sim Ant is. let's ' 
face it. the strangest Slm- 
anything so far. At least the 
other games in the series allow you 
to experiment with things a nice 
young fella would be interested in 
(i.e. being god) — but being an 
ant? Well, it's a bit odd. I reckon. 

Surprisingly, being formicate 
(look it up) is a lot more interesting 
than you may think. Out of this 
month's trio of Sim games, this is 
the only one I hadn't played and to 
be honest with you. I wasn't 
expecting much. Okay, so the 
whole thing may lack a bit of pol- 
ish, but give Sim Ant an hour of 
your time and you'll become quite 
engrossed with the highly organ- 
ised 'ant-ics' of these fearsome lit- 
tle blighters. 

There's a clever tutori- 
al mode that guides you 
through the basic fea- 
tures of the game, and 
think it's invaluable, if a 
trifle flabby. Once you've 
got to grips with the life- 
style of the ant. you can 
opt to play either a quick 
or a full game, depend- 
ing on how deep down 
into 'the nest of 



things' you want to go. As it were. 

No, but it's all curiously fasci- 
nating, though. I've no idea 
whether it's accurate or not, 
although I once kept an ant's nest 
as a pet and fed it flies and wasps 
and stuff; but it's jolly entertaining, 
and that's the important thing. It's 
also quite educational. For exam- 
ple. I now know that ants have two 
stomachs, one to digest food, and 
another to store it in. Quite 
trestrn'. eh? 

Sim Ant is reasonably priced and 
at the very least it's got to be a 
novel diversion from run-of-the- 
mill arcade games. 'What are the 
odds on Sim flee' I wonder aloud, 
my honies? [HA] 
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SIM EARTH 

Maxis £17.99 




Environmentalists dis- 
covered that the Earth 
was tn danger of spin- 
ning a yamulka. 



Let's face it, whoever decid- 
ed to have a go at creating 
■ Sim game that allowed 
you to take charge of a planet 
from its birth to its death, playing 
a key role in its development and 
making decisions that dictate the 
shape 'life would form, was being 
a little ambitious*. Sadly, Sim Earth 
is that game, and what a mued-up 
program it is. 

it tries to be all things at once. 
There are a lot of promising ideas, 
one third of which might have 
made a decent game. But as it 
stands. Sim Earth is a confused 
mishmash of menus and options. 
And at the end of the day it proves 
to be pretty boring. 

Slow-moving visuals and dire 
sound 'effects' are the order of the 
day, with dodgy icons and unclear 
charts forming the icing on what is 
mainly a stale and tasteless cake. 
For the average gamer — that's 



you and I there's just too much 
information to digest My head 
began to hurt only five minutes 
into my first game, and as the 
interface does its best to hinder 
your progress. I had very little 
desire to carry on. 

This has to be the worst of the 
Sim games. It s frustrating because 
its heart is quite clearly in the right 
place. As an educational tool I'm 
sure it's quite comprehensive, and 
the text boxes that talk you 
through the various scenarios are 
obviously comprehensive. Nope, 
feeling sorry for Sim Earth and 
what it could have been isn't the 
right thing to do. iust steer well 
clear, pick up Sim Life, (which is 
miles more entertaining) or. hey' 
alternatively, read a children's 
encyclopedia. IAN! 
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ENEMY UNKNOWN 



COMMAND EARTH'S FORCES AGAINST THE ALIEN TERROR 
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'This is the best game 
Pve ever seen" 97% 

COMPUTER GAME REVIEW 

1999. You are in control of XCom; charged by 
the world's leaders to strike at the alien menace 
that's terrorising the Earth. 

At first, you'll scan, track and shoot 
down the slower UFOs, but that will just be the 
beginning. Whenever a UFO crashes, or lands, 
you must be there; leading a squad of armed 
soldiers from building to building, from street to 

street, using all your tactical skills to 

capture or destroy the aliens. 

W If you succeed in your first missions, your 
scientists and engineers will copy the 
\\f % alien technology to create more 
^^^^ powerful weapons and craft for your 
g| Wk forces to use. Gradually, you'll build up a 
terrifying picture of this Unknown Enemy, 
and their real aims and desires, then you'll 
have to work out a strategy to stop them. 

One thing is certain - it won't be easy! 

IBM PC screenshots shown. Actual screens may vary 
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game stew. When you 
cut the pheasant's 
breast from the bone 
be sure to remove all 
the yellow fat, as it 
is very bitter. 
Also, pop in a 
bit of 
redcurrant 
jelly (about 

tablespoon) 
to sweeten the 
tajuce. And never, 
never, never, commit 
yourself to writing 
half-a-column of 
introductory twaddle 
to the tips pages. The 
novelty very soon 
wears-off, believe 
me. Tip, tips, tippety- 
b!oody-tips. 
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t of you and 
jot Ihe alien 
> men off, go 
per, then gel 
Drive down 
appears on 
ut and shoot 
ead left and 
>en just run 
Simple! 
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Phase 3 

Pick up the grenades a 
bazookas, then bazoo 
the turrets as you | 
left. Now run. When yt- 
get to the end, stand . 
ie white platforms, but 
. careful you don't get sh 
on Ihe way! You know what it's tik 

Mission 7 

Phase 1 

This is a tough one. Take your men on: 
the wall on your left. Split two men d 
and take all the weapons. Now ta> 
your men up the stairs and to the ngf* 
You can bazooka the buildings from r* 
top, so do thts to the door on yo» 
right. If the grenades next to it blowi 
then try again Keep trying until the 
don't. Go down the ladders and get t' 
grenades. Quickly run to your left so t» 
turret on your right doesn't get yo. 
Now get out your grenades and bio 
up the turret. Go back up the ladde 
and up through the really thin corndc 
There's a turret in Ihe top right han 
corner which you have to grenac 
before you can do anything else. 
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Just as winter closes, the days become ever longer, and the warm spring sun tentatively 
pokes its head from behind the clouds. The One jets off to Egypt. Courtesy of DMA Design. 



EGYPTIAN 

Level 16 

Block alt but one lemming 



needs then to build down right again. 
Pick up the digger and then walk back 



Level 21 turn you bash through with t' 

Block the second lemming as he walks released digger. Now build across an 



to the trapped lemmings. The blocker to the nght. Let the lemming in the pit bash through to the far right hand pi* 



emmmg near the should now be released. Build down 



entrance. The single lemming should 
pick up the blocks and then build across 
the newly formed gaps. Walking left 
and right, walk through the melting 
platform. Drop the bricks and pick up 
the digger. Dig through the pillar and 
then dig down right when on the left 
side of the door. Dig to the right but 



left to the middle platform. The digger 
should now dig right to release the lem- 
ming out of the trap. Once on the right, 
dig down to the exit. . V- 



Turn the third and fourth lemmings into 
blockers on each side of the mound. 



when the lemming is in front of the The two lemmings at the very top of 
bricks, dig up right and then drop the the level need to build up and across 
digger. Pick up the builder, release the towards the pyramid Before they both 



blocker and then build up to the exit, reach the p 

The lemming should escape before the ming, drop 

time runs out. hadoken. 1 

potato moi 

Level 17 pick up the 

When a lemming picks up a grenade, ming shoul 

throw it. Do this for each of the four parallel line 

traps. The escaping lemmings will auto- earth (fron 

matically release the rest of the lenv totem pole 

mings. be careful 

straight th 

Level 18 earth. Dig 

The first two lemmings need to jump scoops ani 

across the gaps and pick up the dig- dig horizon 

gers. Direct the falling lemming into the the right 

door on the right. Release the lemming there is a 

on the left by digging up right when remaining 



reach the pyramid, drop off one lem- 
ming, drop his bricks and pick up the 
hadoken. This lemming will kill the 
potato monsters. When it's finished, 
pick up the diggers. The digger lem- 
ming should now dig down right in a 
parallel line to the edge of the yellow 



below pick up the digger and dig out of form and release the other lemming 
the hole Make the first lemming build 
over the gap and pick up the blocks. Level 22 

Block the other lemming by the blocks, Block the lemmings above the trap le* 
make him build up to the first platform mg enough room to dig down a sing, 
from where the first bridged across, layer of bricks. Release one lemminc 
then bridge to second platform and jumping him to the left to pick up th- 
block him. Release the digger lemming digger. Dig through the pillars to tK 
to walk up the blocks. Turn the first lem- left to release the single lemming; blcx 
ming around and walk back to the him, dig through the single block, wa'- 
floating platform 1 with the flower on left and dig three times to the left ar» 
and bridge up to it, then turn around then dig down diagonally. Jump ten- 
digger to walk towards the the platform ming past the trap and bash throug 
once they walk past each other. Block the pillar, pick up digger, walk back an 
the bridge and make bigger, dig along jump past the trap and bash throug 
through the flower block to uncover the centre of the pillar, ensuring you a» 
blocks. at the foot of the pillar. Bash straigh 

Release the bridge to pick up blocks, through and bash diagonally up k 
making sure you have turned the dig- make more room to build. 



earth (from the base of the middle ger around. Build from the tip of the Turn around and drop the digg- 



totem pole). When digging, 
be careful not to dig 
straight through the ■* 
earth. Dig 13 or 14 
scoops and then 
dig horizontally to , 
the right until mh 
there is a block 



dig ., if* ■» 
II 1 



second floating pile of bricks down and go to get the blocks, avoiding th 
to the blocked lemming. The trap, build up from the foot of the p» 
digger lemming will follow lar.to the hanging platform (fou 
him down and block him blocks). Drop the blocks off the far edg- 
^ n al ,ne DOtIom sel °' 'hen go back for the digger Go to IN 

■■■C | blocks The bndger then far right pillar with the digger and bay 
bridges up to the higher through the pillar as before. Drop th 
floating platforms and in digger and pick up the blocks to bu* 



next to the right wall of the trap. Then 
release the lemmings on the right by 
digging up left when next to the left 
wall of the trap. Turn the lemming 



dig back across the 
ceiling to make 
more room and dig 
through to the left. The 



LEVEL 16 



Pi 



when on the small platform in the cen- digger on the left should 



e 



The lemming with the bricks on the left 
builds down right whilst the lemming 
with the bricks on the right should be 
turned into a blocker. The building 
\ lemming, once in the middle, 
J should pick up the blocks and 



then dig through the pillar Release the 
right blocker and then the left blocker. 
Get the lemmings closer together (if 
needed) by jumping. Block all but the 
building lemming in the horizontal cut 
away and then use the builder to build 
up left to cover the gap. Release the 
blocker and then use the digger to 
reach the exit. 
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LEVEL 11 




I'm afraid that I can't think of an exciting 
intro for these tips, except to say that 
they're for On The Ball, a footy management 
game. Which is quite hard. Thanks. 



In the long term, the best tactic is 
certainly to recruit young players. 
Always buy two or three players 
who are as young as possible, and build 
them up. There's no better way to end 
up with a strong team at minimum 
expense, and to create players who 
have a high saleable value. 

1. NEGOTIATING WITH 
SPONSORS 

H you want to squeeze more money out 
of your sponsors, then you will also 
have to negotiate. Beware, because the 
probability that your negotiating part- 
ner will drop out also increases after 
every round of negotiations ( 1 0%. 20% 
etc). If you only have one offer, you 
should accept it straight away. 

2. NEGOTIATING WITH 
PLAYERS 

If you offer the lowest possible wage, 
there's a 1 in 7 chance that the player 
will accept. If you offer the highest 
grade, then there's a 100% chance 
that the player will accept. As for 
the length of the contract, you 
can't guarantee that the play- ■ ^| 
er will always want Ihe longest ™^S^a 
contract possible. Younger play- ^ 
ers who are still capable of devel- "^fc 
opment are more interested in con- 

^^^^^ tracts for two (or at the 
9^^^^ most, three) years, 

£jyf% - so that 



when they conclude their next contract 
they can ask for a higher wage. Older 
players, on the other hand, naturally 
want contracts that last as long as pos- 
sible. Although one-year contracts are 
very advantageous for the club, they 
aren't particularly popular with the 
players, and are only accepted in 40% 
of cases. 

3. STRATEGIES FOR ^ 
EARNING MONEY 

Additional profits can in ^ \ 
principle he made m two M B^ri 

different ways, either by | JbS 
reducing costs or by fr* - ^ ^fcT. 

increasing income, ^^^B 
The easiest way to get fl 

money is lo transfer ■ 
players abroad. Try offer- ^^^^H 
ing your 5th, 6th and 7th 
grade players abroad regularly ^^^|P 
— making sure they're in good 
form. If you are lucky just once, you'll 
make a mint. It's a risky but perhaps 
very lucrative strategy to offer a 
young 6th grade player with a 
one year contract straight 
| away in the first season, to 
Pjft make big money in the second 
^^PV year (if a buyer is found). 
Another variant is to continually 
develop young talent to grade 3, who 
can then be sold for a relatively high 
price (see Point 1). 

Make absolutely sure that you keep 
the wages within reasonable limits. 
Only a club with international sue- 
h cesses or successful sales of players 
f can afford top salaries over a long 
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B period of time. One 
H tactic is to make sure 

' It tfOU ex,entl tne con " 

tracts of players who 

are in a crisis about 

their form. They tend to 

^^^*ask lor less money. Players 

who have lost points but have 

high wages bring unrest into the team, 

so try to separate yourself from these 

as quickly as possible. 

4. THE PLAYMAKER AND 
THE SWEEPER 

A sweeper should be experienced 
(30 years old), have a high skill ^g* 
level (at least 5). and be in 
good form (at least 10) II yuu Jfjff{ 

have a player who exceeds r ^fcj 

these limits, he can be used as v^T^B 
a sweeper. These values also 
apply to the playmaker, but with 
him age doesn't count. If you don't 
have a suitable player, your midfield will 
be considerably weaker. 




5. THE FORM VALUES — 
A SCIENCE IN ITSELF 

There are hundreds of influences in 0 
The Ball which affect form points 
that's what makes the game so rea* 
tic. However, the following may help 
understanding how different facte- 
influence a player's form. 

If a team makes at least sew 
chances in a game the midfield play* 
will gain one bonus point For midf* 
to rate a strength of more than 1 6. th- 
must make nine chances. Similarly, I 
a strength of 24 or above, they mt 
make 1 1 chances. 

If a team makes three or tt 
jfiV chances the midfield will k 
SiK o bonus point. If no chant 
J M .ill .ire made, each midf* 
ff~*Jm player loses two points. If » 
opposing team gains less th* 
three chances, each midfield pL- 
er in your team receives one bew 
point (for defensive work) up tc 
strength of 16 for the opponent. 
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Should your opponents make seven 
or more chances in a game, one form 
jotnt is deducted from each of your 
Twdheld players because of a lack of 
»rfensive work If a forward plays four 
9*mes without a goal, he loses 
soe form point. 

if the opponents score JHQ[ 
tfaree or four goals, your goal- f ^9H 
*eeper and defence each lose 
one point. If your defence is \^^> 
Jionget that the opponent's for- 
ward line, your goalkeeper and defence 
*Lh gam two points. 

If five or six goals are scored by your 
oponcnt. your goalkeeper and 
aHence each lose two points If your 
defence is stronger than the oppo- 
nent's forward line, they will gam three 
pomts. If the opponent scores seven or 
-ore goals, four points will be lost by 
four goal keeper and defence. If your 
aefence is stronger than the oppo- 
nent's forward line, five points will be 
«*w. Phew I 



A player who has played for five con- team, the mor 

secutive games loses one form point room they will 

(seven games for goalkeepers and have, and thus 

defenders) A fit player who has not the greater the 

played for six games loses one form chance of goal 

point. A fit player with a form scoring. Avoic 



^ point. A fit player with a form scoring Avoid 

2/ above 12 will lose one lorm training camps 

A \ point for every one match day when your team is 

W J he muses, on a roll A crash can 

> B A player who is substituted always happen and is ~ 

jl^K m the first half loses one form particularly harsh when 

^point (except when substituted things are going well 
because of injury). If a player is select- Normal training sessions 



" - who has 

already been given a yellow 
card will only be playing at 80% of his 
performance, and playing brutal or 
hard football will only lead to more 
cards and an eventual loss of team 
strength If you set your team's play 
tactics to fair' their overall performance 
ability will go down by 55 and by 10% 

for 'nice'. 

Avoid playing 'hard' or 'brutal' for 
extended periods of time, otherwise 
mw-m- the eventual loss of strength 
A f !■ will quickly finish off your 
. team. You might want 
•^^y^JJ^^ to make an exception 

J* <° ,h,s ,uie wh * n 

-oom they will ' 'fT* '^uTo^ean 

IhTgrwter the ^S^^^^^^S^ ^Another tip for 
iconng. ^ /Wort V ^^^ g^ * * ^ sSrt^h^thrM 

whoiTyour teaT is * ^^^^^ " ,0 " 9 midt, '' ,,f pl,,y 

on a roll A crash can ^ «* and four defenders 

alwcys happen and is S«fc^^^^ Straight after the whistle 
particularly harsh when ™ goes, substitute one defend- 

things are going well er (this will cost him one form point. 

Normal training sessions only have so be careful which defender you use) 
an effect for the next game (the form and bring on an additional midfield 
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ed for 'individual training' his form for an effect lor the next game <tne rorm anu u.n.y ™ 

the next match will increase by two points remain) Only the off-side poll- man. This will produce a Particularly 

points when his form is less than 10, t.on training « long term. offensive midfield team, and should 

and by one point if his form is between It is a good idea to make sure you generate a lot more chances but 

,0 and 15. look after your pitch (perhaps every five make sure that you have a _ 



Serious mistakes by the goalkeeper playing days) This will have a s.gnif. strong defence. ( ust in 



in back-passes cost him one form point 
each. Players newly bought begin with 
between 8 and 14 points. 

HINTS AND TIPS 



cant effect on preventing ligament 
injuries among your players 

The 'brutal' playing method raises 
the performance ability of your 
team by 10% Playing 'hard' will 



The fewer forwards you play in your raise it by 5%. However, a player 
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UNDERWOOD 

You will appear in a car park. Walk 
left and collect Ihe wire cutters Read 
the paper collected from Sartain. 
Exit by walking up and go to the 
boat house. Get the railing, walk 
nght and remove the sand from the 
junction box. Use the railing on the 
junction box and then use the cup 
of water on it to cause an explosion. 
Enter the building via the hole in the 
window and talk to Underwood. Kill 
her with the gun and it's back to the 
Dreamweb. Talk to the keeper, walk 
down the corridor and go left and 
through the second door. Use the 
plinth with the key. 
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LOCOTTOW: 
EMM"* BEDROOM 
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BECKETT 

— You will awake at a deserted 
L creek. Go to Chapel's house 
K and use the wall to |ump over 
it. Walk down and collect the 
blue cartridge. Return home 
I and put the blue cartridge 
into the interface. Use the 
■ network screen and log on as 
W Beckett. The password is 
W Septimus. List the cartridge and 
W read the brief to find out where 
the church is. Go to the ruined 
church and use the wire cutters on 
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the gate. Enter the church, collect the 
skeleton hand and go down until you 
reach the altar Take everything oH the 
altar and drop it Put the skeleton's 
hand in the hole and push the altar. 

Drop down the hole and open the 
tomb lid. Collect the three gems and 
place them in the slots on the floor. 
Collect the rock and exit the room. Go 
up and use the statue. Arranye the 
picture like that on April 1 0th in Ihe 
diary of a mad man. Go down, collect 
all the rocks you can find. Therej 
should be eight. Put them in the cart 
and use the carl to crash through the 
door al the bottom of the pa-.sarje 
Walk through the doo-. 'j" • " .'-rj (1 p 
the step^ptop down the hoi-, -it 
the room and luilow the train irj<> 
up Save the game outside the wall 
with the hole :n it enie> the hole to 
meet Beckett. When he stops talking," 
run to the door and out Watch him 
die and you're at the end. 



stone floor 



is sent in by Paul 
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RISE OF THE 




Facing his grip ol steel, overcoming 
the Crusher needs a special blend of 
wits, steely nerve and sheer brute 
strength Hence, we recommend 
these moves: Up. Right, Fire 
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PLAYER TWO MODE 

If you're playing a two-player 9. 
and player one uses any of the at 
key combinations against you. ol 
is this: go off and make a cup of 
relax, and resign yourself to an 
death. 
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'Up, down, left, right, forward, fire' — it's not exactly deathless prose is it? Still, I expect 
you'll be wanting to read it, and I suppose it makes a change from: 'Go North. Go South. C 
quietly insane' or 'place the honeycomb on the dwarf's sandal and turn the wizard's knob' 



CHEAT MODE 

Oh go on then, you lucky little shadow 
things, try typing these codes tn on the 
selection screen: 
TEREKAKKU: 

Gives you unlimited credits 
PARAPONZIPOPO 

Lets you fight as the macabre Puppaz 
MBARIVIDISOCCAFFARIMBARI: 
Let's you ftght as the Shadow Fighter 
EBBRAVOSCECCU Type this in at the 
start of each round and your oppo A 
nent will lose all energy. <** 



ELECTRA 

Special Moves; 
1.) Electric Body Rapid 
fire. 



nncooY 

, Special Moves: 

1.) Kuto Kick Forward, 
ff* • clown/forward down \ 
fire. 

2.) Fast Punch: Rapid fire 
3 > Hying Power Kick: Back, forward 
+ fire. 

A ) KutO F'retMlJ 

back. 



2.) Power 
ward, forw 
3 ) Earth P 
ward, down, 
fire 

fc4.) Ei 
down/ 

: 5.) Dou 



down/for- 

Down'for- 
k. back + 

Down. 





I 1 SLAM DUNK 

Special Moves: 
* 1 ) Jumping B-ball: 

i Down, down/forward, 

forward + fire. 

2.) Spinning Fire Kick: Down. u|> i 
fire. 

3 ) Speed Attack: Back, forward - 

fire. 

4.) Spinning F ■ ' .11 Down, 
down back, bam *• fire 
5.1 Head Spring Ktcfc Backward. 

dow 



[~~ 71 YURGEN 

u^A» Special Moves: 
ffO I .) Gun Fire: Down, 
I down/back, back + fire. 

2. ) Power Fist: Down, down/for- 
ward, forward + fire 

3. ) Earthquake FisfForward. 
down/forward, down + fire 



nTONI 
Special Moves: 
1 ) Burning Uppercut: 
Forward, down/forward, 
down * fire. 

2.) Spinning Fire: Down/forward, 
down, down/ back, back «■ 



3 ) flame Kick: Backward. 

ard, down *- 



mm 




*y 1 ) Pow*f Smash fist 
Down, down/back back. 

+ fire. jit 

2 ) Body Droi . down/tor 
, v ,,H |,,r. 

3 I Hock Roll: tktk. fcH ward 




r 1 SALVADOR 

' Special Moves 

i.) Spinning Powerbali 
L^HfcjJ Down.dowrVforward. 

.forward < lire. 

7 ) Turning Flip-Kick. Down, up - 

fire. 

3.) Flash Panther: Back, forward 

fir. 



< 

X 

(A 





1 OKURA 

jft>; Special Moves: 

1 .) Electric Sword 
I Rapid fire 



I 1 Rapid 

2 ) Spinning tila< 
down/forward, I 
3.) Thunder Pu* 
down/back * fir 
J ) Steel Swonj 
down/forward, i 
5.)Teleport:Fuirt 
down/forward, 
down + fire. ** 



'n, 



+ fire 



w 1 

4 



r*n YARADO 

Special Move 
jfiCL 1.) Electric Speed 
^KhB Down/forward, 
down, down /back, back + 

fire. 

2) Spirit Power Down, 
down/back, back I (ire 
3 ) Electric BO'ly Rapid 

: i Electric Spfffh. lump. 

i-*.'wn / bai l i fir* 

■ Spinning Arms Ba< k. for 
ward + fire 



MANX 

Special Moves' 



_ TOSHIO 

Special Moves: 

1 .) Fireball: Down, down / 

back, back + fire 

2. ) Speed Dragon; Down / forward, 
down, down / back, back + fire. 

3. ) Dragon Uppertut: Down, up + 
fire 

A.) Dragon Kick Down, down (or 
ward, foiwaid fire 

i Circlf 'if I in- ! i if wajrtf, down/for 
ward, down < Uu 



V 



I dowrV 

fire. 

2. ) Cutting Claw 
down/forward, i 
ward -* tire. 

3. ) Rolling Claw 
Slash: Back, for- 
ward + 

4. ) Ti 



II.) Fire Hands: Forward, 
down/forward, down * 

ig Claws: Down, 
rward, for 





□ LEE CHEN 

£ I Special Moves: 
II^^^LI ' ) f 7 "^ Handspring: 
1 1 Down, up l lire. 

2. ) Fist of Falling Sun: Down, 
down/'orward. forward * fire 

3. ) Fire Fist Down, down/back, back 
+ fire 

-1 ) Fury Kick. Rapid Ike 
s j Falling Nwnchaku' Forward. 

down/f 




I — 1 THE 

SHADOW 
' FIGHTER 

Spea.it Moves. Not it-Mi. 

,mu. I.ut t t . ■ .. look at it>'-'-' 

l ) VmdalooHi.Mlli 

? .1 Flying ' hlcKl " 1*1 ■• (served 

llaming in an iron I 




I— H'l 



i r Special Moves: 

y . >■) Liquid Silver Attack 
- Down, down/back, back 

+ fire. 

2.) Melting Body: Down/forward, 
down, down i t-.ic». back • 




Special Applications are 
Bowling Ball 
Buzzing Saw 
Electric Fence Force 
Flame Thr 
Jack-in 
Head 



There might not be any new games, but who gives a bugger when 

TimTj I^ III^^iT^] there are so many old ones for us to tell you about. At great 

i 1 I I 

ill If* *Srii* ,e "g th - Lucky, lucky us. This month our classically trained eyes are 
CLASSIC browsin 5 throu S h tne triumphs off a bygone era, paying particular 
'IT T ~T% S~*\ attention to those distinguished games which start with the letters 
M Mm /j D v E and ever-so-slightly R 



TIPS 
I til 



DUNGEON MASTER 

Go to the dungeon entrance and face 
the door. Cast the spell OH EW RA You 
will see someone interesting lo 
advance mnjas one level, stand in a hall 
and throw your weapons. Then get 
them, and repeat. This also works with 
magic and fighter levels. Cast a spell at 
the air. or slash and bash until you gain 
a level. For a bit of nastiness, return to 
the entrance with the Fire staff, but 
leave the power gem behind Halk isn't 
as stupid as you think, give him magic 
objects and he will gain enough spell 
points to cast LO. Have him keep cast 
ing this and his magic powers will 
develop. 

Here are some undocumented spells: 
YA BRO ROS - Leaves a trail of foot- 
prints 

VI BRO Shield poison 

DES IR SAR Darkness 

FUl BRO NETA — Fire ball shield 

OH KAIH RA Lightning Bolt 

ZO — Open doors 

DES EW — Weakens non-corperal 
(undead) beings 



DYNABLASTERS 



DUNGEONS OF AVALON 1 
and 2 

I : Go to the Adventures Guild, and load 
in one of the characters given at the 
start (let's say you chose Amber) 
2: Create five new characters, of any 
race or type Make sure that all five peo- 
ple have at least 130 gold pieces. 
3: Go to the weapon shop, and pool all 
the gold, giving it to Amber. 
4: Go back to the Adventurers Guild 
and remove all players but Amber 
5: Now load in the other five characters 
that are pre-made at the start of the 
game You can now start your quest 
with somewhere in the region of 1000 
gold pieces unless you kit everyone 
up at the weapon store, train etc. You 
can repeat this as many times as you 
want each go, giving you in effect infi- 
nite money 

DYNAMITE DUX 

Type in CHEAT on the title screen for 
the cheat mode Pressing F1-F6 will let 
you advance to the corresponding 
_ - \ level. Type NUDE to get to the box- 
f *r ; ing sub game. 



LEVEL CODE 

End monster on 6-4. UANWQEPE 
section 8 ol each 6-5 UANWBOPA 



level: 

Ml UKCLMNKT 
1-2: UAGWIQNE 
1-3: UAGWIJNA 
1-4: UANWIINE 
1-5: MUVWLGPL 
1-6: UKRLMTKV 
1-7: UAGWGINA 

1- 8: UANWIQN2 

2- 1: UANQWVNA 
2-2: MUBWNENC 
2-3: UKRLNGKT 
2-4: UANWQONE 
2-5: UKCLNBKT 
2-6: MUBWNINC 
2-7 UKRLEHKT 

2- 8: VANWQUNZ 

3- 1. UANWIPNA 
3-2: UAGWIPNE 
3-3: UAGWGJNA 
3-4: UANWIENE 
3-5; MUVWLOPT 
3-6: UKRLPHLV 
3-7: UAGWGENA 

3- 8: UANWIPNZ 

4- 1: UANWQQPA 
4-2: MUBWNNEC 
4-3: UKRLNLHT 
4-4: UANQWIPE 
4-5: UANWQSPA 
4-6: UAGWQSPE 
4-7: MUBWNL2T 

4- 8: UKCLNNHL 

5- 1. UANWIJPA 
5-2: UAGWIJPE 
5-3: UAGWGQPA 
5-4: MUVWLGEC 
5-5: UKCLPMHT 
5-6: UAGWGIPE 
5-7: UAGWGSRA 

5- 8: UANWIJPZ 

6- 1 MUVWNSZC 
6-2: UKRLNGHV 
6-3; UAGWBVPA 



6-6: MUBWNOET 
6-7: UKRLEBHT 

6- 8: UAGWBEPA 

7- 1: UANWGUPA 
7-2: UAGWGVPE 
7-3: MUBWLSZT 
7-4: UKCLPHHV 
7-5: UANWGEPA 
7-6: UAGWGEPE 
7-7: UAVWIOTA 

7- 8: MUVWLEEG 

8- 1 UKCGNNKT 
8-2 UAGRGJNA 
8 3: UAGRQQNE 
8-4 UANRQINE 
8-5: MUGWNG- 
PC 

8-6: UKRGNTKV 
8-7: UAGRBINA 
8-8: UANRQQNZ 

Some other 
codes for you to 

try: 

1- 8: UAYKOJEP 

2- 5: ROVEWTPC 

2- 8: MUVEESCG 

3- 1: MXVCLSAH 
3-6: MXCCUZY 

3- 8: UANVGPEP 

4- 2: ROCEGMPU 
4-7: ROOCLWEL 

4- 8: MUKCMNEG 

5- 1 ROLCLSEW 

5- 8: UAYVLHPP 

6- 1: ROFVWBNL 
6-7: MXREPVNM 

6- 8: UAHKBMZP 

7- 3 MAREWGKP 
7-7: MXREVQNM 

7- 8: UARKIMGZ 

8- 2. MXAEPMYH 
8-6: MAHEGSLN 
8-8 UKVOEOVL 



DYNASTY WARS flash and 99 credits are yours. Tryire 

When the title screen appears, type entering it with no spaces if it doesn 

CHEAT MODE. From now on, press F2 work, 
to skip to the next level. Pause the 

game with F9, then hold down SHIFT. 1 EDD THE DUCK 

and HELP, followed by unpausing the H you are stuck on a particular level ar* 

game with F10. You will be able to skip can't get off, press the left mouse bo- 



E-MOTION 

When the title screen appears (the or- 

with Einstein) type in MOONUNIT an 

press Return. Start the game as usu* 

If that password doesn't work, try S 

MOTION instead. Now use the folio* 

ing keys: 

F1 skip a level 

F2: Go back a level 

F3: Go forward 10 levels 

F4: Go back 10 levels 

E-SUVAT 

Pause the game and type JUSTIFIt: 
ANCIENTS OF MUMU. The screen w 
flash and 99 credits are yours. Tryia 
entering it with no spaces if it doesn 
work. 

EDD THE DUCK 

If you are stuck on a particular level art 



levels by pressing the F2 key. 

ELIMINATOR 

Press HELP on the title screen and 
type in the required code to start the 
new level. Bear in mind that the 
Eliminator only starts with a poxy sin- 
gle-shot blaster; finishing the level 
may not be as easy as it was getting 
into it. 
Level 

Password j 08 GEEGEE 

02 AMOEBA j 09 HANDEL 

03 BLOOOP 10 ICICLE 

04 CHEEKI 1 1 JAMMIN 
05DOINOK 12KIKONG 

06 ENIGMA 1 3 LAPDOG 

07 FLIPME 14 MIKADO 
There is a bug on level five! If you fall 
in the water when collecting the 
weapon icon on the right hand side, 
the program goes into a loop. Finally, 
to gain high scores, you should be 
prepared to lose ships at strategic 
points just before the next 10,000 
bonus so you can shoot things twice 
and build up your score. 



ELF 

Type CHEAT on one of the 
talking screens (cunning — 
Andy.). You will be told to 
type in CHOROPOO while 
playing. You then receive 99 
pets and your energy level 
will rise back to normal. Press 
W to get the Wolf potion and 
the Hard man potion can be 
obtained by pressing H. 



ton to advance you to the next lev 

EMPIRE STRIKES BACK 

On the title screen hold down the HEL 
key and type XIFARGROTCE 
(VectorGrafix, only backwards), t» 
XIFARG ROTCEV if that doesn't won 
In-game the following keys do vahou 
things: 

L: to show a picture of Luke 

C: to show a picture of CP30 

D: to show a picture of Darth Vade- 

You can now use the number keys t 

play the sampled speech. 

ENCHANTED LAND 

Type TCB RULES FOREVER on the intr. 
screen and the screen will flas* 
Pressing F3 will allow you to enter » 
edit. Pressing F2 followed by a spac 
will take you to the end of leve 
guardian 

ENLIGHTENMENT (DRUID * 

When you reach a new unexplorex 
plane, take out the disk and kill thr 
druid. Instead of returning to the w 
lage, you will be returned to the plaiv 





EYE OF THE BEHOLDER 

Make two copies of Disk 2 then make 
up your parties on both disks. Play the 
game as usual, but when you find any 
secret passages or walls, or unlock any 
doors, insert the other disk and contin- 
ue playing for a short while. This pass- 
es all the data onto this disk. Replace 
the original disk and continue playing 
and now, if you get stuck in the game 
and you have to start again, simply con- 
tinue with the other disk and all the 
doors that were previously locked will 
be open. Plus, you'll be able to pick up 
the keys that you needed to unlock 
them as a bonus! 





EYE OF HORUS 

When 'Press Fire to Start' appears, 
enter 'SPAM' to activate the cheat 
mode. You will have unlimited lives 
and will not need the coloured keys 
for elevators. 



EYE OF BEHOLDER II 

1 ) Load the game as normal and select 
"Create New Party". When the empty 
boxes appear, click on the lop left box. 
then select race, class, alignment and 
portrait. Now go to the Modify box and 
boost all the statistics in this order: 
Strength. Intelligence, Wisdom, 
Dexterity.Constitution, Charisma and 
Hit Points. Now you can click on 
Strength and boost it to maximum, 
regardless of limitation put on the race 
or class of the character, so from now 
on, for example, you can have a super- 
hard wizard with a strength of 18/99. 

2) At the character generation screen, 
always increase all stats that you can 
(that includes Hit Points) to as high as 
they will go. fc 

3) If you want a Mage, Cleric or Paladin 
to use a two handed weapon as well as 
magic, then do the following. Put the 
weapon down on the ground, and their 
spell book or magic symbol in their sec- 
ond hand. Click the right mouse button 
on this for a list of spells to appear. Pick 
up the Jwo handed weapon and place 
it in the characters primary hand. As the 
list of spells is still up, they can now cast 
spells and use a two handed weapon at 
the same time. You will have to repeat 
this process after using the compass 
etc. On the wasp level, stand on the 
spot where the two rooms join (the 
room to the south which has a crack in 
the wall — the hornet's nest) and rest. 
This should generate four wasps f 
which can be killed easily to gain / 
experience points. I 
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These are the level codes for EPIC: 
1: AURIGA 6: CETUS 

2: CEPHEUS 7: FORNAX 

3: APUS 8: CAELUM 

4: MUSCA 9: CORVUS 

5: PYXIS 

Also Enter has a few uses: refuel, 
repair shields & boost weapons 
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F-19 STEALTH FIGHTER — 

Press ALT-H to get the pitch lines on 
your HUD. fly upstde down, turn off 
your engines, keep your plane about 
10 degrees on your HUD and watch 
that baby climb. 






YOU'VE FOUGHT 

THE OTHERS.- 

_HOW FK3HT ME! 




^> UNIQUE TRAININS MODE WITH SPECIALLY ARMED PUPPET- 



i 7 Characters to fight. The Macabre Puppaz. 

Extra S fighters available in Early '95 which AVAILABLE l_N" -r ~ ~ 

MEANS... 

...MORE FIGHTERS THAN ANY OTHER AMIGA BEAT 'EM UP. AMIGA 5DD/6DD DUTNC-W, ■< 

<^> AT LEAST 25 DIFFERENT MOVES PER FIGHTER. _____ '•_■_-- 

<«> Blood option during match for ultra violence. 1 20D AND CD32 COMING SDDN. Gremlin 

1 • ' ■ • 11 
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/WATT'S SHOW- 



SHELF 



As always. Matt The Medic is polishing his 
couch and sharpening his proboscis ready for 
yet another month of helpful hands, tipping 
tentacles and comforting cuddles. So, who 
wants it first? Yes v you in the blue rubber 
bikini. Don't be shy. For 'tis spring! 



Dear Malt, 

Please can you help me? I am really use- 
less at adventure games. On Monkey 
Island 2 I'm stuck in part two where you 
have to collect all of the map pieces. 
I've got the first piece from the man- 
sion, but can't get the hammer and 
nails from the woodsmith to hammer 
Stan into his coffin. 

A Mann 

Ltttle Chance of Identification 

Heyf A nice easy Monkey query to get 
the ball rolling! Okay, when you first set 
sail for Scabb Island, give the broken 
oar to the woodsmith to fin, then visit 
Wally and give him the lighthouse lens. 
Go to the laundry and use the saw to 
cut off one of the MoLMF's wooden 
legs. Go back to the woodsmith 's and, 
as he's not there anymore, take a ham- 
mer and some nails Ah! 

Dearest Matt The Medic, 
Could I beg for your expert advice on 
Valhallal Do any of the following have 
any use. and how do I operate them? 
Alter of Sadness? Water of Beauty? 
Water of Hope? Eye of the Beholder? 
The lit candle on the altar, and the unlit 
one I hold? The skull that says "Bring 
me remembrance."? If you could see 
your way to enlightening me I would be 
eternally grateful. 

Bill Baxter, 
Somewhere, out there. 

Okay matey, these answers come in a 
bit of a jumbled order, but I'm sure 
you'll be able to untangle it. The Eye of 
the Beholder should be put into the 
Water of Beauty, whereupon it will give 
you a green crystal, which can be used 
on the guardian with green eyes. As for 
the candle, if you're talking about the 
one I think you are, go to the Chasm 
room and put it opposite the other can- 
die to open the chest. The skull asking 
for "remembrance" needs to be given 
the poppy found in the room guarded 
by the skull asking for a password (to 
get past him, incidentally, you need to 
look into the infinity gem). The 'remem- 
brance skull' will then give you a parch- 



ment which should be put onto the 
Altar of Sadness to collect the Tears of 
Loyalty There! I think that just about 
covers everything It's in my pockets 



away in the lesser folds of the 
football league? Well get your- 
self a little ginger chap by the 
name of Mister John Byrne, cur- 
rently filling the number 10 shirt 
at Second Division Oxford 
United. He's not much of a run- 
ner, but if you play him up-front 
in a 4-3-3 type formation and 
get the ball to him, every shot 
he takes is an absolute belter! 
This 'tactic' is very good for 
annoying your friends as they 
desperately try to kick the living 
crap out of him before he scores 
again! I now hold the office 
record, with a score of 8 - 0 
against Andy! And Byrne scored 
all eight! 

Dear Matt, 

I recently bought The Clue and did the 
first few burglaries with the greatest of 
ease Unfortunately, I am now stuck 
completely with Suterby's and the like. 
Can you help? 

Eddy Power. 
Lines. 

Great name Mr Power Anyway, of 
course I can help — tor I am, Mr Clue' 
An obvious first clue is to atways stake 
out your location to WO percent, and 
then go in for a good look around It 
depends how seriously you want to 
play, but making a rough sketch of your 
primary targets on a pad ain't a bad 
idea at this point. When you get to the 
larger buildings, try to be a bit more 
selective with your individual targets to 
keep the 'time spent value taken ' rath 
in your favour. 

With, for example, Suterby's, you've 
got a police patrol every fifteen minutes 
after 1 1 :00pm. so you can't be sodding 



MEDICATION 




around for every sixty quid vase. Plan 
which order you disable the alarms in, 
so that while your electronics specialist 
is dealing with these, other members 
are concentrating on the top cupboards 
in the west room (containing £1100 in 
coins and C700 in odds and sods), and 
the other high value items like the stat- 
ue (£1000) and the bottom right show- 
case (£700 silver and £600 jewels). Only 
bother with other dregs (there are 
painting worth £200 — £300 and var- 
ious bits of art to nick) if you happen 
to have someone passing, as it'll weigh 
you down and waste time. As for the 
guard, just wait behind a door, and the 
second he appears, 'kick him in ' or gas 
him. Happy stealing' 

Dear Matt, 

I have recently bought Flashback and 
am stuck on level 2 I have been to see 
Ian, applied for a work permit, and 
have managed to get up to mission 
four. On this mission, I've got up to a 
large hole in the ground with a stone 
on the other side. A soon as I try to 
climb down the hole I fall to my death, 
so, please can you tell me how to get 
down safely? 

Adam Walker, 
Preston. 



The key to this is to throw a stone down 
into the hole to make the sensor send 
a lift up What you actually need to do 
is start off in the screen to the left of 
the 'hole location. ' and run right by 
pressing and holding fire while moving 
right. Just keep fire held down, and as 
Conrad reaches the hole, he'll auto- 
matically jump up onto a higher plat- 
form. You can now cross the screen and 
drop down onto the other side of the 
hole By throwing the stone into the 
hole, you'll set off the sensor and, hey 
presto! one lift at your service. 



E SURGERY IS 
NOW CLOSED 
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COMPUTER AND VIDEO GAMES. OUT ON THE 1 5TH EVERY MONTH, AND ONLY £2.25. 





"A unique blend of speed and strategy 
make this a rally game to beat all others. 
Definitely no stick-in-the-mud!" 

PC ZONE 




if 



MEGA DRIVE 




irsTIME... 
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GAME GEAR 





HATH IH 225 1158229 



129 CATHERINE WAV 
BATHE ASTON 
BATH AVON 
BA1 7PPB 
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No's up to 135. 

TO ORDER QUOTE A3JTWEN THE DBS 
number n ASi-i.JAXLAriHLS 

MONTHS MUCt 90P 

LOOK BELOW FOR UFFEKS 

FHDI OLNKKALIRS A .u-» •>,* >m M 

WM SCIENCE ASTRONOMY 

FCDJ SOEUCE 1 TTAR CHARTS 

em in m H i rn Ikcii«(d» i«i 

i " " KIDS* DISK Ciiluui iht AMC 

LDIO LhAMN A PLAY ■ Piop lor UK 

(HI I I IABN 4 PLAT 2 Anrdn ' (•»!■ 

tOl .* OCT-. MATHS M»h< mini 
EfiH LaNquaOE lUKM Fwth 

f«fi"» «nU luli-r 

EDI* AMHS IMQD4 (Jl'U 

ED I ■ EDCCATTON 0 AMI.S 

tDIV BACK TO SCHOOL I 

bOZV BACK TO SCHOOL - 

111? I COLFllll n A*k <Abutui| 

*■ RftN riM -I' — in Ungiugr torn till 
FONTS 

HO STUPID PRICES HfU ALL A! IW 
laul: ptucf. nr. •■<.•.■■ 

MKTS » IN ALL MDk AND MATIK 

ADrWJl FONTS AMITHER » TO sn» 

AND MATCH No> 

PONI FONTS WIIBKSHIIP 

V'ttol HINTS FOR D PAIVT 
MX OFTUU IBOW 

one 

'.-.M.i. MUSK MODULES A «t of II) 
ouvi Hi i«i iiui.u ih. ><■ im aoano 

RafeSfl Wp «K 

MUII AMIOA CHARTS III 

Mill: MLNTAL HANOOVTJI 

MO II CULT 

W amazlno n;i«Es > msk sst 

Mtf.'S nOIIBRAINSHOUSFWrX 
UOJT MEATRONS UUSICAI DISK 
Ud:i URllltNAL RB*S i 

SM» OKK11NAL HITS ■ 

UO I > HCHNfTTRflMC RLMI1 

MKIU POWM RFMIX BASS X 

Man TTTHNOMANIA 1 

MOW ( ( All MOIK III (MjihhI 



urrnxTLsa 



uiui 

IW) 
DOW 

l«0» 
t>uO» 
1*1110 

1*11 

UOI] 

l"0l' 

rn: j 

V«l 

vol* 

[JA 

IT»4 
M 

ion 

l»ll 

i<M< 

IOA4 

I'u'u 
coo? 
SjM 

UD6B 

Mil 

1 1»« 

me? 

liun 
IMO 
HOT I 
l'OT> 
UI01 

mm 
uin 

DIM 
Dill 

Ul»l 
UIM 
Ul» 
Ul*t 
Ul!l 
I I'- 
ll 1 71 
UIH 

I |f« 

UIM 
VI If 
UIM 
Ult* 
VIW 
I'M* 
L'M» 
IMH 
I'll) 
VIM 
UIU 
VIM 
ti.-H 
UIM 
UlfO 

i':'i 

VfJ 
VIU 
VIM 
I'll I 
I'-M 
I'll* 

WW 

fun 

VIM 
I'lsN 

X "II 



(CliPV I-IGIHII 
COPY DUK 

ATIKH %m • ' M~. •>».< 

LAMDGAHHENUI 

til Mil UIM. PRfHIf 

AG A FttDlIK 

IIAMI AB 

CATALOOUI MAJMI] IM 
DIC.miED SAUH I PI.AVFR 

FRarriiMdNAi nevu maicb 

MfJAt >l) 

■ LUSbMCAlID HAKtR 
IX-CrHD KCEVINl HI Ml 
FL1MASF -H.«ti 
IX GRAPHIC ! 
AMIII'NC RADHl ' ■ -i. 
HIGIVIfUi PKI3 : Dot. 
Bl SIMUS PACKAGF iDiili 
MF1.A ROOT MBOOI IOOI A 

im umrtiji 

tl llltsllOW VI AM * 

LAMJ priwtbr 
cacorn and COPY 

0\ <..™ il«-.-.i 

K>xr» for d nun 

* GIM limili m* 
MUII I VD10N I 

Mi l ii vinos ; 

CIII7TNPRIVI DRIMI 
A-Vtl V0U7S I 411 

i • apol uriniiBS 

lllfriO CAD 
LABI f iWIMI ■ 
MAM'Y IIKH » t 
roWl.THI Pt. n .ir luiiw 
Oln IEA > nil i if 
*»SIFAT VU»HK0 
GFX COSVLRTFR 
LABLE PR INTtR 
AVI1 VIBI S CilMPII AHUM 

BUMSEIt LITTER! 
PRIMI P I1RIVFRS 
1111*: I Allli UtSlOSEB 
ICOM HlOt, 
llAMt IAMIJI VI Ul 
UliK. H* g IHISHFR 
D PAINT II TOR 

CLR nni» 

IIIVK IIPTIMIIFR 

pools roois 

V MlMPMUl 

si REES BL ANKERS 

ANT) IlKKfR 

MCAU 

Bad FiMMaI 

AIWRVTILS 

INBEI IrSAUlf ITHS 

PI '^'K 

SPfCTRCU IMC IAU*: Di.k. 

nan biters pack 

a / PAINT pad M> f 

IR LTIMS 

fl'PtR C 

PC-, AMIGA 

PT TASK AG a 

HAN BASS 

DEGRADLR1 

I I1RAW VI I 

ID IIE1PBI GudiUlt 

SP«I PROII-criONS 

IFXTFM1IM S. I 

is Mitani 

I OV> I >1 H \\< K.KI III. 
'..Pllll mi I inn %l Mlilns 
I OI K IHT li p LUCK UP 



'■MTA MJL A1£H'GA2 7/1=31! 
*?C "JS1S© CH tL&llMkSZ'U 



ttmKm 
sinms 

D.WI CARTOON MJOLtHIW 

DSOI NASA PKTL'RES 
DSII KM) DWARF 1 1 iliikt 

DSil RRmSH KAIL TRAINS 

DAT* OUT VPACT. •* 

l«» AIRCRAFT WARPl ANPS 
Mil Al IKM I .I.H) bait 

i»:i AiitNs n 

tn]4 WDDIiFT 

MM 

DAUI 2D AN1M 

DAW AfiATKON ANIM 1 7 . 

DAih UPACE ITOHTTJI 
UAI2 LALRAL A HARDY 1 <btt> 
IIAIs LOONY TIMES 
HAM PVOS IN SPACE 
GAMES 

DOOI AKMY MOS LS ifnoiip 
|K»U tVILl7l_ADVi*l-> 
OOH ALTOH SHN Mill ham 

DOM OAANMXOADFMO 

DOW SLANRT bWl * ilitLi 

DOT* H-V'IR* 

Mvsr 

IIMIH lH FIN FLASH I IMi 

IIMII7 I1ARKM ^S MUiAIILM) • I 

DMIH Mill 1 1 DLVICi 

OME" MAD MUSKS 

OMiU M»nil STAR MLGAOLMU 

DMH PRMHIifRS MIGAIlLM.1 Mnti 

OMI2 WRU/tK DCMO 

DM M Tl AM HtR MKiAllLMIl W1I 

IM 

DMH HA1MR OEMfltl 

OMin ctimaDI-Mii 

voice 

DVU1 NOT OIL MM OCI.OCK NFWS 
Jdltk> 

DV01 11X3 CONNOLY I di<t> 
OVOo WAR SIMULATOR 

ABA 

Ai'lfl TO All! I PICTLHES SF1 f DISKS 

W AIX AS A SFT OR SINGLES 

AOJ4 FTT CMH 1 JIKl ONI.Y 2 IKSKS 

ma 

AOl* BOOY SHOP MORE. GMU.Y PICS 
ADLLT 

A6U1 FERRARI PICS 

Ai))H Mi in BRFAD PTCS IN :*a 

COLOUR ! DESKS 

GOO ACiA 1T.TRIS WITH 

<"<» OURS 

OH! AOA ■ i' - - 1MB Rim 
UIMI LLTIMATT RACK XV DISK 
IIIIR WORKBENCH HACKS 
lllii U<ritl' WORKfcFMTI HACKS 

** ) 0 INSTALL TO IVH 
UTTJ WI4KBINCH VUiami 



nns it not a nix ust of oli 
DISK* WE NOW HAVE ACATALOOL't 

IHS1 AT ^'P . PAP (HI PRUi WITH 

Y<H.-R FIRST OKDER. LTDATF FRIT- 
DO NOT POKORT ALL OUR PD 

DISKS THIS MONTH ABE 90P BACH 

»P**P SHE RATES BELOW 



IXC* IV OHAI'I IX Hi." Jr^ Im 
w*k D Pim - On.t.1. Il ilnUI 

I ' IM HARLFOCls vmill ART I 

BkUmm Ik aroint** uqyMi mulni 
UIH IIARIFOUIN FONTS Him limn 

Xjm HARIJ.OITN FONTS I mm W «e 
■M ■ ..v. -UR UITI AS A 1 DISK SET 

We can now supply you wiih c«immeicial ntles over -MX) in all 
from £1 US for WW Altuck sub up In £254.09 for BmodcAM lilln 

Il (pall inner MM include Alautlin (A12CW), Arcade pool. 
H.iiilcMjds. Pinbull Drcanu/FanUsies. Nifhthrccd. Myih. Sim City. 
Space puesi IV. Sim Am. Soccer KiJ. Slu Trek.( A 1200). 
Syndicaie. Zeewolf. Zool. UFO Enemy Unknown A 1 200 

ACCES33'IM2C 

JOYSTICKS FROM £5.99 FOR QUICKSHOT JNR 
PYTHON 5 £9.99 ZIP STICKS £12 99 MAVERICK I 
£11 99 PLUS OTHERS 
DUST COVERS A 1 200 £4.00 A600 £4.00 
MOUSE MATS fimm OSKHtmm £4.00 
MOUSE FROM £ 1 1 99 WE CAN ALSO SUPPLY 
YOUR DISK LABELS. PAPER. DISK BOXES AND MOST 

OTHER MLSCE1XANEOUS ITEMS 
POSTAGE SOFTWARE UK £2.00 EEC £3 00 per item SON 
EEC £4.50 per item ACCESSORIES 
orders undei £40.00 (£2.50) over £40 00 free 

DO NOT FORGET YOUR CATALOGUE 

DISK PRICES PAP 
ALL DISKS THE SAMS PRICE 90p each 

for PD* Other nottwarc oc priced it you cun not 
see il lisied phone il we have not got it we can gel it 
Postage UK 80p Europe *45p per Disk (mm £1) 
World *45p per Disk (mm £2) 
Cheques & POa puytihlc In SPEEDY PD. Order* wnt out 1st class. 
Please suie machine and maga/tne 
ntlS MONTHS OFFFRS 

ASSASSINS 90p EACH/10 FOR £rl.00 
FONTS 90p EACH/ 1 3 FOR £ 1 1 .00 
5 GAMES . 5 UTILITIES £8.50 
10 GAMES * 10 UTILITIES £16.00 
V10 GAMES IN THIS MIX IS NO ASSI 
5 GAMES • 5 UTILITIES - 10 ASSASSINS FOR £16.50 
MIX 25 DISKS FROM THIS ADVERT 
FOR £21.00 ALL PLUS PAP 
THIS OFFER IS FOR THIS ADVFRT ONLY 
ALL tJIHHR OM'LKS ARE CANCELED 



A.MKiA GAMES 



Dp 



AdMs.liiiiuly 

Af iBion Kni|Mt _ 

BwtV.T)* World 

BfUn Thr lint 
HuMh ii Sui 

BobMr a SqMili 

Bub? n Bum 
Clump MAiupn End Of 

CMraaaA — . — . . , 

LVoilt Mask 

PB HU Bag — — — 1 

Drrrmpor i i 

FUi\qE4n ITunaxoni 

FliDmiani ______ _ 

I . -I.... . 1 .1 :'.'.■■»■*■ 

Cnhan i«"«ti , — — 

Orihun G-- nil Iml loannfi 

Ohi-J CArrvmi — . 

Ounship HXO . . 

Ilrni <Jum 1 

11"" l/ora wkl Rcliun o< lb« W ikhliml 

latmutKui l«U . . ......... 

)-nr.r\j-dl<AllD0l 

lqn«* Pet ASOVIJO0 - 

Oft 



DdFta 

I .I.... J , Il I . 

Mjb ITD P™« I «fi- 

Mim LI- - I >;nri,' TuM 

Mm Ann _ — _ 

Mun4m« G—d Pru _ 

MKi-21* V— i F-kniin 

Monfccv (ObwI ! 

M-motn4) _ . 

SJ--lFiil*i 

S™ldy'. Bif Ad.YWnr« !JI jn 
Nodas'i Pl4)Dmr VJ y 

PUfilay* 1 to I yn .■ ■„ ■ „ , 

P G A. Tcwi Qoll » Ea 

OwnScnu 

Om J - - 



«w 
xsw 
HW 
UN 

1 1 ' "■• 

AI4W 

-tUM 
-X3AM 
(I7« 

i:: w 
« w 
f uw 

un 

AI0W 
XRW 

il* » 

IHW 

1I0« 
XI3.W 
IIIW 
..1IT« 
iVW 

jTJ.W 

XI4W 
(I5W 
xan 
XI4W 
now 
n;w 
1I5W 

»» 

new 

(I6W 

X«W 
XIJW 
A I0V9 
JI3W 



Pinhall lKW*r • Drunu A Finluvi I 

FmMT Mioiin 1 

Ptma MaRRjar Md WWI 

PmaMiMjiiA— J 

*m*7 — — _____ 

Ran V Tumble ,_.„.. 

RmP Fw Thr Skin 

■had M A ODD 

IbaRby LaaHRt Cfcaca 

S.t»Ni|c 

Sh>dm> FijMr. 

tfm CbRMI 4»J Vo,. K 0ey«oa 
Sp*x0un>4 



'• I ITU — HI' i 

Hi rin nii>iRii i ■ ■■■ , ■■ 

siKpwjkriASovAiMn 

Sonn KwASOaiAIJOO 

Socio Team "—f 

Supnaacy — 

s. ... , FWB - .". NlUaMO 1 r ■ 

Tatlicil Mjaopn. lulu 



Ttjmai Taut Fan -nh WiuA T Yia — 
Thaiu Tut I'auii Bui , 

Tf* ■ , ■ ■ . 

Tap Owe 7 . , i . 

TassjRtoAJPOrlXjTJ — 

T.nun*i A I MMoOd FUW rm>«oai) 
Tibjk »' TMwm _ _ 

TfltRl PUMRIIt -.^ — 

IV. mu. Tank 1 ami 1 ™_ — 

UitMn 2 . 

WrhhH) lot mm — 

Wrmhlcy B^>, l«|ue-_ , 

tat 2 ASoWIJDO — 

4m .I. 

Ye Joe 

Wti -'I '» , , , , 
Wi. Kid . . _, 



XV.W 
ifl.W 



-am 



CD 32 



Canme FuJdei . ■ 

In Si„n, 

BuSolr'n Squc4> — — . 

Dump r !i. n i. 

Prad Maak _ . — , , — 

Gnilici Liu y.'UevJn , 

OhmAom — i. i__ 

<*iiiw« Hi»A o4 Kr.iitd. 
Insialu pROjaHSnp _ 

Iiitki IS>od3 

luiiEk- Smk« . 



X19W 

110 'PI 

xivvw 

1WW 

xw« 
fl4'» 

ii:w 

XII w 

...il'l 



LiUl Dtvil. ,■■ 

1 4Rw.TMolnRy ............ 

Nuk f aldu _ 

Nivcl MuatD 

RoxloiK.il 



Tr"»rr . 

Tie. Geai 3 

WMOrp— - 
Wtcitiley IMcnabUnl 

2od : 



Mm 
1 1: -■ 

IMW 

ilSW 

L1S>.0S> 

Ji:» 

111.99 



HOW 



COMPILATIONS 

THE GREATEST £14.99 

limmv Whitc/Ihinc 
Lure of ihe Templiess 

EXCELLENT GAMES £16.49 

ShullleiTopulous 2 

Archer Maclean* Pool/J antes Pond 2 

KIDS RULE OKAY £9.99 

Postman Pat .VPupeye 2 
Sooty and Sweep 

WORLD CUP YEAH 44 £ 19.99 

Sensible Soccer 'Goal/Striker 
Championship Manager 93 
Championship Manager 94 

LOTUS TRILOGY £10.99 

A5O0VI200UKUS I.2&3 

BUMPER PACK £6.99 

laws/Grand Pni/HiRh Steel/ 
Crossbow 

KIDS PACK £5.99 

Postman Pal/Musters/ 
Count Duckula (Not Bused). 

I I kSSU BOARD). \Ml s t'7.99 

ChessVBac kgammon/i>aughts 

SPORTS TOP in £14.99 

World Ru^hv/WotW Soccer/ 
In) Ice Hockev/ini Teimis/ 
Int Truck Racing/World Cricket/ 
Carnage/Tat Team Wmlling 
Kenny Dalgiish/G Souness. 

THE COLLECTION £19.99 

Cannon Fodder. Sclllei*. Chaos 
Engine. T 2. 

TEAM 17 COLLECTION £19.99 

Supcrfrog. Overdrive - Body Blow* 

CLASSIC ARCADE £7.99 

Pacman, Invaders. Rebound. Galaxy 
BITMAP VOL I B&M 

Xenon. Cadaver. Snccdball 2 



SPECIAL OFFER 

M-n-ry Millers v> W« 
Infofile LS99 
Includes llaia h aa r . A.v.mno. 
AjklrrivhiuL. (ir4phit> 



ANY 3 FOR £10.00 



AIBi AIM 
■N4MMH 

inn pwoei 

Sle, ■ M<4>. Hh 

Sul»H 

Sailml Ba 13— —MR 
Oii>»aui Orinilx Aja> 

AiRle 
AlBlr ; 

M- i - I I . 

r,..l. In—) 

ii<.j I - an 

BSS lur ISefim 

iv-rt.lr Ihaann 1 

IMity rwa* lh*w IU.i=, 

*ii— n I (No ihrii 

(■■-.iluuun lOI 

KMAS Capai. 
TttaUi Blioky 

biiw C«inua*> 

Xroon 

i . ii. - i ...... i. 

Mut-hla Ucti> ll-niiul 
A.il.h Hladr ! 
Sfia.* L'/uifclr 

I •.. . - ■ . i ■ ■ 
I .ill. .in A i i»ii 



Mai 

Nif.l Vlawll 
IHaham laybw 

Pl m taaj i 

All ulChei* 

(liiliy . Spoaiinf Dwia 

ObIkih W >!■■•.>■ *Ua> 
hi^.i.um.ilr 
Spite in IianuKanaa 
•.!_«. um un Cimwig.u.. fcji 
Tiait Sull Maualrl 
»."i'M-'l' MaSWJ 

Sua Cim. Wiam 
P1>- * Dtaie 

(ani 

INT Sana* 
KiiKuaeOud 

I ' • i • i . 

AiUui FiiBun 

I I Mima- Rude 
I j i »n>"il 

t.mi i.iLj«f 
PMri 

Blur. hill. 
AklBl A I *■) 
CWf Can 1 
Sumihh Caoqi 
•laii Caieei 



When Ordering Please Give One Alternative Also Which Amiga 

CB35 ~~7" 



AIDaUIUUn 
^nhai nialrt* 

K*(lWi....l. 

MW». 
Bea.Bf. 
BiT. *■!■ 
(Mia>. !• 
l-h— I Rat I nt 1 
■ ■ ■ 

IHiii 

IU~._l.lr Hani 



[I fl— 
H-T-— 
Fl>>_i.ln 
Hiflim 

IS*1 at UU llrlr. 
. -.. Il .... - 

U« vau— 
I wa» 
Maa ITU 
slawi laaa 

M.fT* 



- 1... . .1 
ua • [imi.ii 

I_D<- m«u> n... 

Rapaarx 
«•->- 

I it llanraa 

Tr . il tVthl.l 



£B.W Eaich or Any 3 for EZO.tH) 



EX SOFTWARE DISKS 
50 for £10.00 Phone for 

100 for £18.50 larger amounts 

Includes Labels UK Only 
GsJTUSfl stilijvcl to itvuiluhilily. 
/\ p I n » i i c ..ill reserves your L»r«Jer 
Open 6 llnys a «crk aRJp^pm 

V.O0 . 5..MI 
Mm lot-. P/r (LI.K) mmmm 
Furetpc • U.OO Prr CaUM' - rbM rrTMI WStM Oatt 

Shnp pricva mwy vary. _ 
l_ he<i<irs m piBslal Ordrr* Payable ■<> Wl/ard 1 . .um - 
SSI/ SHOI.ASIPN. I M IB Fit StAUNE HD. SL ABBOBllLt H. N. VOKRL.S VIII 1 'FY 

III A I t \ I «TU ."B.'«* . SU1*« 



P D Z O 



After nearly two years of writing PD Zone, 
it seems surprisingly hard for Matt 
Broughton to come up with any more inter- 
esting intros. I mean, just look at this one. 
It's complete crap, isn't it. 



Gosh Matt, what an innovative 
looking game! 




BLAST 'EM! 



F1-058£3.99 

It's always nice to receive F1 
things as the company always 
seems to pick out the good stuff 
for me! Anyway. Blast 'Em eh? I won- 
der what sort of game this likely to 
be? Well bugger me sideways if it 
isn't a Space /nvaders/Ga/ax/ans-style 
shoot-'em-up! 

Well, there's no shame 
in that — just as long 
as the end product is 
worth the bother of 
loading up — and 
Blast 'Em is (thank- 
fully) most defi- 
nitely worth load- 
ing up. A number 
of elements have 
been stolen from 
games we've seen a 
million times before, but 
like many of the most addic- 
tive games, it's all stuck together to 
make a rather nice little offering. 

Your ship is able to move up from 
the base of the screen as well as 
move between the obligatory left 
and right, and though starting with 
a rather poor single laser, can 
upgrade by collecting tokens from 
certain dead aliens which in turn 
light up along a weapon selection 
bar at the top of the screen. There 
are nine 'specials' on offer, ranging 
from double lasers to fire balls to 
extra lives, all of which can be select- 
ed with a quick tap on the space bar. 

Other than that, there's not really 
a whole lot to tell you that you won't 
have guessed already. The aliens are 
the real master stroke in Blast 'Em, 
with some imaginative graphics, and 
interesting attack patterns. Some 
will quite happily sit on the floor 



for a while, waiting you out. while 
others will appear over the horizon 
and bomb the crap out of you. 

The A500/600 suffers badly 
from slow-down when the later 
levels mix various aliens and throw 
them at you thick and fast, but 
other than that there are no real 
faults with the game. It's smart, 
it's simply, it's pretty, and it's 
guaranteed to have your 
joystick hand aching 
after about five min- 
utes play! 

If you miss the 
good old simple 
blasters that 
used to fill the 
PD Zone, grab 
hold of this — 
it's damn good 




fun. 




ISLAND 



CAPTAIN CARNACI 



F1 Licenceware, Disk 



Though board games have 
remained popular throughout 
the rise of the computer 
game, one thing I've noticed is how 
gimmicky they've become. These 
days there are some very silly things 
to stick on your board, and some- 
times you have to play a video at the 
where this Klingon pops up every five 
minutes shouting at you to "G'nok! 
Khah't pish'kth Nuttall!" (which 
'translates' as "Quickly! Punch that 
p*M (great bloke Andy.) Nuttall!") 
Anyway, one of my favourite 
board games from the last few years 
was a dinky number called 'Hotel'. 
This 'more simple but more glitzy 
"Monopoly"' clone had you trying to 
buy plots of land, and then battling 
for planning permission to build your 
hotel. The game's special feature was 
that you actually built bigger and 
better complexes out of cardboard, 
with extra floors, extensions, and 
even swimming pools. So what of the 
Amiga version... 

Er, well it's dreadful really. The 
only way board games are ever going 
to work on computers is if they're 
jam-packed with graphical and musi- 
cal treats. Island, surprisingly, has 
none. The graphics are plain and bor- 
ing, with each turn being 'comple- 
mented' by a number of pointless 
text screens letting you know who 
owns what etc. along with a dice that 
takes an hour to appear, an hour to 
roll, and then a hour to fade out 



F1-061 £3.99 



Er... you know what I just said 
about F1 Licence ware always 
sifting out the good stuff for 
me? Well, would it be possible to 
take that comment back, because, 
on reflection, this next game is a bit 
pants' 

It's basically a poor man's Alien 
Breed Qauntlet. with you running 
around inside an alien ship, blow- 
ing up anything you can. killing any 
aliens you encounter, and getting 
involved in a bit of 'logging on' to 
computers to purchase weapons 
and food or tools. The graphics are 
simple and quite neat, but after 
about ten minutes of wandering 



And god spake unto 
the cititens of Sodom 

saying... | 

from identical location 

to identical location, 

well, let's just say that pf -r 

you're not exactly gob ; 

smacked from the - • 

sheer variety of fun to ' — — 

be had 

There are some nice fr-> ■ - - 

touches in the game's 

defence, such as the recoil effect on 
the gun. the way the player slows 
down the more injured he becomes, 
and. er well some other things 
that didn't annoy me much Idon't 
ask me what. I'm trying to be nice) 

As previously mentioned, you can 
log on to the occasional CPU termi- 
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These .iIm»',-.> big as Andy's 
aren't they? 





'Aha!' thought the giant chessboard, 
triumphantly, 'post-impressionism/ 

again (these, incidentally, are 
approximate times. 

Such linguistic cow-pats as 
"There is no hotel to be build." plop 
on the screen throughout the 
game, making Island not only crap 
to play, but arse to watch. Rather 
frighteningly. on my first go (where 
I played against myself because it's 
a two-player only game, and Harry 
refused to play against me my play- 
er-one managed to win without 
even making a full circuit of the 
board, simply by buying everything 
it came across, leaving the less for- 
tunate trailing second player to pay 
out after every throw of the dice 

This was never going to be excel- 
lent, but to find a piece of software 
this crap, takes me back to the far- 
off days of Suburban Commando 
and Alio Alio. 




P D ZONE 




SANDWICH 
PLEASE 

F1 Licenceware, 31 
Wellington Rd, Exeter, 
Devon EX2 9DU 
Tel: 01392 4935B0 

OnLine PD, 1 
The Cloisters, Halsall 
Lane, Formby, Liverpool 
L37 3PX 
Tel: 01704 83433S 
Orbital Software, 137 
Coombe Lane West, 
Kingston, Surrey KT2 7MF 
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Clyde could only afford to run 
an old banger. 



Take Trans Am (a brilliant old 
Ultimate: Play The Game, 
er... game) mix it with the 
basic game play of Jungle Strike 
and the like, and then mash that 
up with a big pile of donkey poo 
(or droppings as Harry 'oh-so-clev- 
erly' pointed out). The end result. 
I'll wager, won't be very far off the 
enormous mountain of pap that's 
sitting before me as we speak. 

Carwars is (in reality, and with 
my claws retracted) an okayish 
offering, with an overhead view, 
and a couple of things to blow up. 
Before each level you're presented 
with a number of targets to be 
destroyed before that level will be 
considered complete, with numer- 
ous sub-targets to be blown up 
simply to make your life easy 
(e.g. gun turrets). 

You control your car in a 
'rotate and thrust' kind of 
way, with a selection of 
weapons available, ranging 
from homing missiles to pea 
shooters. As you trundle 
around, apart from the odd 
tank or enemy car chasing 



you, you have very little to do other 
than avoid shells being fired in your 
general direction. The playing areas 
are fairly tiny, and the only thing that 
stops you from completing the game 
on your first go is your car's seem- 
ingly tissue-like armour. Due to the 
scale of the screen, it's very unlikely 
that anyone will ever miss you, and 
after about three hits your 'Direct 
Line Insurance' looky-likey vehicle 
spins round and blows up. Hurrah. 

This is a pretty crap bit of PD. and 
my 'tip for the month' would be to 
avoid this like the plague. Which isn't 
a bad comparison really, because as 
I understand it, the plague was a 
bowl of poo as well (eh? — Andy.). 





Aladdin 



The Clue 




Flink 



Publisher: Virgin 
Issue Reviewed: November 1994 

Amazing animation and gorgeous graphics in 
this platform conversion From the Disney 
movie. Shorter than some, bul longer than 
your average magic carpet ride, Aladdin 
takes the Amiga by the scruff of the neck 
and bellows 'A Whole New World' In Its face. 



Publisher: Black Legend 

Issue Reviewed: September 1994 

Become London's next Mr Big without ever 
leaving your bedroom! Yes, The Clue is the 
proof that crime plays! From humble tea- 
leafery to bigger blagues wrv' shooters 'n' 
slags, you've got lo stay one step ahead of 
the 'Filth' and keep out of the Scrubbs. 



Pu Psy gnosis 

Issue Reviewed: February 1 995 

Crisis cocks its ley'on Fairyland as Top 
Crystals go awol from the four kingdoms. 
Luckily, that nice master Flink Is ready lo 
bounce across these level playing fields and 
put pay to the evil Wainright with some spell- 
binding CD32 graphics! At a magical £ 1 4.99! 
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Ishar 3 



Publisher: Daze 

Issue Reviewed: September 1994 

Ishar's back and this time c'est trols! 

W oh ratai the black dragon is created Lord of 

Slth by the Powers of Chaos for being bad. 

Mote silly names and fanciful plot twists from 

our Froggy chums In this sequel to the 

sequel with les knobs enorme, ar... sur. 




AB Tower Assault 



Publisher: Team 17 

Issue Reviewed: January 1995 

Team 1 7 Is back on familiar territory with 
this, the sequel to the sequel that first 
established the company as one ot Britain's 
leading Amiga developers. It's more of the 
same, but this time with some Towers In It. 
And doubtless some assaulting. 



Crystal Dragon I Fury of the Furries 



Publisher: Black Legend Publisher: Mlndscape 

Issue Reviewed: December 1994 Issue Reviewed: January 1994 

Good Lord, It's a tad eipenslve. but by crikey A vexation of voles? Riles of rabbits? A pique 



'tis the best ever RPG In the sacred board 
game style, featuring dragons, er some 
crystal, and the usual gang of consonant- 
heavy characters stuck in a tricky situation 
with an evil wizard. 



of pine-martins? A seethe of stoats? A bristle 
of badgers? A miff of marmosets? No, not 
realty, just a great platform/puzzler featuring 
some small furry animals. It's addictive, it's 
fun and it'll test your reflexes. 



James Pond 3 



Publisher: Millennium 
Issue Reviewed: Juno 1994 

The third Pond plat former Is huge. And 
bloody last. In operation Starfish Pond 
weighs in wtth a leaner meaner Connery of a 
performance to set against his Dalton in 
Robocod. OK, so there's less colour, but 
there Is more character and more game-play. 
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Banshee 



Publisher Core 
Issue Reviewed: July 1994 

Banshee is a roller-coaster ride to hell. In a 
buzz-bird called Banshee. Test your trigger 
finger and powers of concentration In this 
Tora! Tore Mas tic one or two-player night ot 
fantasy er... blowing things to kingdom 
come. It"s great fun, basically. 




Elfmania 



Publisher: Renegade 
Issue Reviewed: June 1994 

Kombat comes to the Elf-Kingdom and gets 
its tooth kicked In by a girt with pointy-ears! 
Elfmania makes other beat-'em-ups on the 
Amiga look pretty crappy and the Introduction 
of strategy is truly Inspired. We were 
completely gob-smacked! By some Fairies! 
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Genesia 



Publisher: Team 17 

Issue Reviewed: December 1 993 

Huge society-building thing, similar to The 
Settlers, but not as easy to get In lo straight 
away. Start off witfi a tiny tribe, and watch 
your civilisation grow Into something that 
makos tho Roman Empire look like a chain of 
cheap Pizza Restaurants 
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Jungle Strike 



Publisher: Ocean 
Issue Reviewed: December 1994 

Helicopters galore, but not, It must be 
owned-up lo, all that much Jungle, in this the 
rocketworthy successor to Desert Strike. This 
Is Comanche territory, so it may come as a 
surprise lo learn that we can recommend II 
lo you without reservation. (Don!) 



» 
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Bubba 'n' Stix 



Publisher: Core 
Issue Reviewed: January 1994 

More piatformular near-perfection from Core 
with this well designed and beautifully 
programmed game. A bit on the Duel side, 
but as original as a young white trash meets 
magic piece of wood, meets bad blobs In a 
tricky- situation -type of scenario can bo. 
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Publisher: Domarte 
Issue Reviewed: February 1994 

From the Frenchmen who brought you Vrootnl 
comes this, the official Ft licence. Actually, 
It's Vroom Deui. encore vrte, but avec le fab 
two-player mode. Ft buffs might think it un 
peu unrealistique, mais tor the arcade lover, 
c'est encroyable! Non, vralment! 
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Guardian 



Publisher: Acid Software 

Issue Reviewed: November 1994 

What's this, an original CD32 game that's 
got oodles of payability? Yes, H'S truel! 
Guardian is the game that CD owners have 
been waiting for, and an absolute Joy to play. 
You are In space and have to shoot up 
baddies. It's like Dofonder in 3D, apparently. 
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K240 



Publisher: Gremlin 
Issue Reviewed: May 1994 

Populous with asteroids, that's what Ihis Is. 
Begin on your base asteroid, then explore 
space to find some more. Colonise them. 
Exploit them. Zap every alien In a race for 
galactic domination. Build heels, trade 
things, mine stuff. Oh, how we loved It. 



Cannon Fodder 



Publisher: Virgin 
Issue Reviewed: December 1 993 

War, according to those wacky Sensible 
boys, has never been so much fun, and we're 
inclined to agree, ft might look like a simple 
run around and blast everything affair, but 
there's a surprising amount of strategy 
Involved If you're going to make It to tho end. 



FIFA Int. Soccer 



Publisher: Electronic Arts 

Issue Reviewed: October 1 994 

FIFA's here at last and it's bloody great) A 
bit slow maybe, and rather too much diskular 
swap foolery, but nevertheless a solid 
attempt at putting realism back Into Ihe 
beautiful game. FIFA is a totally different way 
of stringing the old onion-bag. Trevor. 



Heimdall 2 



Publisher: Team 17 

Issue Reviewed: December 1993 

Heimdall 2 is the best of its kind. It's got 
action, adventure and puzzle solving with a 
smattering of humour In all Ihe right places. 
Blood, runes, ores, magic, (but probably with 
a 'k') and added love Interest In the shape of 
the saucy Ursula to keep you on Lokl's tail. 



Kid Chaos 



Publisher: Ocean 
Issue Reviewed: August 1994 

Crazy story, crazy game. The kid horn the 
cretaceous age clubs through platforms like 
a hungry T-Re« after a jet-propelled cow. It's 
parallax paradise, and the only game more 
5abstyingty violent than hitting a bank of 
stinging nettles with a big stick. 




/ What evil coil of fate fastens me to this place? What gooseberry wire has 
pierced the leafy mattress of my slumber-tide with its obscene cleverness 
I with yellows. Why tis a daffadowndilly, nodding gently in the direction of 
\^ Spring! lake these games, that I may dance with my weasel friends! 




Lemmings 3 



Publisher: Psygnosls 
Issue Reviewed: January 1996 

There's an old saying in Greenland: 'When 
you're tired ol Jumping-off dIHs, you're tired 
of life!" How true. So If you know someone 
who's feeling low, why not give them a copy 
of this game — M'll keep their mouse-finger 
glowing during the long arctic nights. 



PGA Euro Tour 



Publisher: Ocean 
Issue Reviewed: December 1894 

The best golf slm by about 440 yards, and 
bags more fun than the real thing, which I* 
admittedly, not a very hard thing to be. Now 
thanks to those lovely Oceanogrsphers, you 
and your friends need never touch Woosio's 
horrid Welsh niblick again. Hurrah! 
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The Settlers 



Publisher: Blue Byte 

Issue Reviewed: pecember 1993 

Your typical god game, but this time with tiny 
woe folk. Cute. A medieval setting for your 
diminutive charges as they build things, do 
things and keep rivals at bay. Try leaving 
them at It all night and see what the little 
blighters have achieved by the morning. 



swos 
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Publisher Renegade 
Issue Reviewed: January 1995 

It's Sensi, Brian, but now It's a game of two 
halves! Tactics, transfers and ln|urtes plus 
That Zambian League In full and all before 
kick off! Then, look out! Computer teams 
heading the ball and keepers with less butter 
on their gloves. The same, only dlfferent-er. 




Liberation: Cap. 2 



Publisher: Mindscape 
Issue Reviewed: December 1993 

A brilliant, atmospheric RPG with one of the 
sexiest intros aver! Really shows oft the 
capabilities of Commodore's CD32 to the full 
and nearly as nice on the AI200. Basically 
you have to find out what's going on in this 
big city where the robots havo gone bonkers. 



ir 
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Pinball Illusions 



Publisher 2 Ht Century 

Issue Reviewed: January 1995 

Fast and furious flipper-driven action for 
lovers of all things tllt-llating and tabular. 
What else can you say? I don't want to 
mention the 'Babewatch' table again. This 
is a family magazine. Read any decent 
books lately anyone...? 

^EatHMP^^^BL^ 



Publisher: — .^"^—Eremlln 
Issue Reviewed^' / f ; February 1 995 
Umbered BEU-trftcatton from the land of the 
spaghetti tree, where running away from the 
fray is considered 'normale'. There are no 
white flags on this baby, though, as she 
crouches Streetfighter-ishly in the gloom and 
snarls; 'La donna e mobile'. Not halt! 
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Theme Park 



Publisher: EA 
issue Reviewed: October t994 

Longleat schmongieat. Alton Towers, Alton 
Showers more like! Euro Disney, c'est 
Eurodismal! How do I know? Because I've 
licked Theme Park right down lo the stick 
and tasted Sim heaven. What's more, I have 
sniffed tne bottom line and It smalls lovely. 
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Mortal Kombat II 



Publisher Acclaim 
Issue Reviewed: January 1995 

More MK, but with a classier look to go 
with the Roman numerals. Weird end-of- 
bout happenings to out-fox Snippy the 
Censor, but basically, hard as a pie baked 
in Hell's Kitchen and about twice as hot! 



Putty Squad 



Publisher System 3 

Issue Reviewed: August 1994 

Putty Squad knocks several buckets of poo 
out of Putty. Thrill to 36 levels of squishy 
blue tun, which Is more squishy blue fun than 
you can have a-squoezln' things In a 
policeman's trousers. Probably. Long lasting 
platform fun for all the family. 




Simon the Sorcerer 



Publisher: Adventure Soft 

Issue Reviewed: February 1994 

The Brits at AdventureSoft take on the 
Yankee might of LucasArts and Sierra with 
this humorous graphic adventure — and 
lose. But only just The Interface |ust Isn't as 
good. The puzzles are tough, but don't let 
that put you off. 
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UFO 



Publisher: MicroProse 
Issue Reviewed: December 1994 

Hello Planet Earth' say odd-looking blokes 
with frog-spawn lor guts. 'Eat lead you 
fiends from another world, you', replies 
Porky Pig. Not rea^y. It Is up to you to save 
the planet though, and that lakes strategy, 
dosh and whole Ice-cream scoops of death. 




On the Ball 



Publisher Daze 
Issue Reviewed: September 1994 

The only thing OTB lacks Is Brian Moore. 
Fresh as a daisy and as deep as a devil's bit 
scabious, here's a footy management sim to 
wander through wearing a big shirt, to linger 
In and make a fragrant posy for your 
sweetheart with. 



Roadkill 




Publisher: Acid Software 

Issue Reviewed: January 1995 

'Don't go buzzing around In that car. killing 
people, you bugger!' No, It's not a gritty 
new ad campaign from the DOT — but a 
warning against Roadkill, the demonic rac- 
ing game that puts death back Into driving. 
Sponsored by BSM <in a parallel universe*. 
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Skidmarks 



Publisher: Acid Software 

Issue Reviewed: January 1994 

Superb racer in yer isometric perspective, 
this game Is only a duffer rf you play alone. 
You see, the computer cars are ail crap. 
Skidmarks eh? I'm surprised I've managed 
to get this far without making a 'pants' Joke. 
But then I'm feeling a bit browned off... 
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Wiz 'n' Liz 



Publisher: Psygnosls 
Issue Reviewed: November 1993 

Another game that's so much better wilh 
two, this okay-ish cute plattormer Is 
transformed when the both of you do It. 
Compete tor the collection of coloured 
rabbits in a magical split-screen race against 
the clock. Now a budgety CI 2.99, by crikey. 




Out to Lunch 



Publisher: Mindscape 
Issue Reviewed: July 1994 

His cupboard is bare, and so poor Pierre le 
Chef Is on a lour around some exotic 
locations (er, apart horn Switzerland) to re- 
stock his larder. Out lo Lunch Is a tasty 
platform patisserie with sprites that take the 
biscuit. And that's no word of a pie! 



Ruff 'n' Tumble 



Publisher: Renegade 
Issue Reviewed: August 1 994 

The best game ever with 'n' In the title? Ruff 
has lost his marbles, so that means mayhem 
In platformular mode for the likes of me 'n' 
thee. This game is like Michaelangelo's best 
pencil, because It's right at the sharp end of 
the platform renaissance. 



Super Stardust 



Publisher Bloodhouse 
Issue Reviewed: December 1994 

Super Stardust, then. Or even the now- 
budgetular Stardust are the ultimate 
Asteroids clones. Their graphics kiss your 
eyeball repeatedly and whisper. 'Come with 
me Earthilng, and I will show you the 
meaning of pleasure.' Wahay hey! 



Zonked! 



Publisher: Psygnosis 
Issue Reviewed: October 1994 

Er, not new actually, but when we thought 
about it property, the best puzzle game of 
1994, urn, and so here H Is. Head- scratching 
teasery for all ages, though it should be 
pointed out that wearing a baseball-cap 
back-to-front Is not cool. Is It. Psygnosls? 






DYSON 



THE ELIZA FILES 



Welcome to this, the second in our series of profiles, where top Amiga world 
personalities are first asked medium-daft questions by Dr. Mattford Broughton, 
and then exposed to our resident piece of psychoanalytical software, Eliza. This 
month, that bloke in the dreadful intro animation for Tower Assault CD32 . 




Name: Marcus Dyson 



Age: 29 



Home: Barnsley, Yorkshire 



Occupation: Producer, Team 17 



who! do you actually do? 
Everything and anything really. I 
spend a lot of time wagging my fin- 
ger at programmers saying. "No." 
as well as sitting in the pub think- 
ing up brilliant new concepts for 
games. I started off with an 
involved title like 'development co- 
ordinator' or something, but now 
I'm just a plain 'Producer'. 

What do you hate about your job? 
Er... sitting in the pub thinking up 
brilliant new concepts? No, I can't 
really think of anything. It has to be 
said that this is an excellent job. 

Is it a pain having to live up to the 
'Team 17 legend of quality'? 
Yes, most definitely. It's tike, some 
companies could have a fairly crap 
product that they'll sneak out and 
no-one will really get too excited 
about it, but with a Team 17 prod- 
uct, everyone starts chanting "Team 
17 are crap. Team 17 are crap. Burn 
the witches, etc." in some ways it is 
nice because for as long as the 
good products are coming out, 
people are half-sold on your stuff 
before they've even played it. 



And is Martyn Brown and the 
Team 17 posse still living up to 



the lager lout image? 
Well pretty much, 
although last night 
we actually left the 
pub at five past 10 to 
much disapproval. Of 
course, that was 
because we had a 
train to catch. And 
we did get thrown 
out of a club the 
night before, 'cos 
we wouldn't let the 
staff go home and 
kept demanding 
that they continue 
to serve us, even 
though we kept tak- 
ing our pints into the toilet. [Eh? 
What? - Andy.] 

So how did you come to be in the 
computer games industry? 
Well, it's a long and almost interest- 
ing story, but... I always wanted to 
be a rock legend of some sort. Unfor- 
tunately I couldn't play guitar, and 
ended up being a 'rock photogra- 
pher'. I used to go down to a local 
gym and try to make up for all the 
weight I put on swilling beer, and 
then one day the owner asked me if 
I'd do some work for him. Cutting 
the story short, some bloke from a 
body building magazine saw what I'd 
done and offered me a job as a pho- 
tographer on his mag. Thus I became 
involved in publishing. 

And how did you move from pho- 
tographing huge, bulging sweaty 
men to the world of Amiga? 
Well I'd always been a bit of a record 
collector, and one day I went out, 
saw a Rolling Stones album I wanted, 
and bought it. It was only when I got 
home and went to slot it in with my 
other records (which were, rather 
sadly, stacked in alphabetical order) 
that I realised that I already had the 
damn thing. It was at this point I 
decided it was time to embrace tech- 



nology and make myself a database. 
I'd previously owned a Spectrum, a 
VIC 20, and a Commodore 64. but 
when I got down the shops, there 
was this machine called an AMIGA 
with half a Meg of RAM! Yes! Half a 
Meg! I'd spent hundreds of pounds 
upgrading my VIC20 by something 
like 1 6K, and here was what I consid- 
ered a CRAY1 . I bought it and had a 
good sod around with it, using the 
BASIC programming I'd learnt. When 
the body building magazine sadly 
went bust, I wrote off to tons of 
mags saying that I was an 'experi- 
enced publisher bod'. Amiga Format 
employed me as art editor, and I 
went on to become editor. I moved 
across to Team 17 through the con- 
tacts I'd made during my time on the 
mag. 

What did you enjoy most about 
working on format? 
I enjoyed the contact we had with 
the public. It was nice to go to shows 
and have people come up and talk to 
you. We used to have days specified 
for reader phone calls, and though 
production-wise it was a bad thing, it 
was good fun. 

And any bad things? (And might I 
remind you that you were Andy's 
boss for a fair while) 
Well Andy was actually quite alright 
to work with. I mean, obviously he 
was a complete Welsh git, but he was 
actually quite professional. He seems 
to be a bit funnier now than he was 
then. We used to have to cut his text 
down quite a bit, taking all the jokes 
out because they made the copy too 
long. And they weren't funny. At all. 

So Marcus Dyson, when you were a 
kid. what did you want to be when 
you grew up? 

I really wanted to be an astronaut 
because if you were an astronaut 
they gave you this brilliant Hewlett 
Packard machine to take into space. 



I'm not sure if they took it 
back off you when you got back to 
Earth, but if they did, I imagine that 
explains why so many people go 
bonkers when they come back — 
having to give that little machine 
back. It must be a great loss. 

And what about the casual Marcus 
Dyson? Any hobbies? 
Well I'm a bit partial to Snow Board- 
ing, and In fact I'm off to try and 
break a few legs (hopefully not mine) 
in a few weeks time. IVe also been 
known to do the odd bit of freelance 
for a Snow Boarding mag. 

Which one of The Beatles would you 
like to be and why? 
Stuart Sutcliffe. Why? Well have you 
seen that film, Backbeat? He gets to 
sh... [Snip. Er, he gets to 'do if — 
Andy.] with an amazingly cute babe. 
In fact, I think she was the corpse in 
Twin Peaks. Lovely. 

Favourite food and drink? 

Burgers and beer. Beer and burgers. 

And who do you fancy the most. 
Kylie or Dannll? 

Oh definitely, but I'd rather scr... [Oh 
dear. Er... how about, 'I'd rather 
sleep with'. — Andy.] Dannii because 
I think she'd be more dirty. (What, as 
in 'muddy'? — Haz.). 

Hmm. And the capital of Germany? 
Er... which one? 

No. Sorry — no clues. 
Bonn? 

No, I'm sorry, It's Berlin — I think 
you'll find that Germany was unified 
some while back now. And finally, 
how many hands am I holding up? 
One? 

No, none In fact, but thanks for your 
time. Now I'll hand you over to Eliza. 
Have fun... 
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SPRING 



with Clay Feet 



YOUR GAMING GARDEN 



Upchurch's 
Pudding Orchard 



\1< iK.MSu SOU HE I 
(Oawnus Pafro/ui* 
A climbing member of the 
genus Romiii PhlytslmU. 
Ibis game needs 1o be 
planted in the April / 
issui Its flower* are m I 
burning orange with 
yellow stamens and 
smokey black stems. 



PKCAf HER'*; DBMS 
fChaos Engfnus SecundusJ 
An exotk perennial 
exhibiting a violent 
show of colour. Though M 
not flowering until yfl 
May. the Secundm 
■vill still provide your 
garden with plenty of 
dense coverage. 



Mary, Mary, quite contrary, 
how doe* your garden 
grow? With silver bells and 
cockle-shells and pretty maids all in a 
row'. Wise words, or the ramblings 
of a perfumed loony who swanned 
through the eighteenth century like 
a big white bird with webbed feet? 
You may search me thoroughly for 
the answer, but all you will find is an 
unpleasant smell. Fortunately, just as 
our forefathers believed that Pussy 
Willow was an amusingly smutty 
name for a substantial river-side tree, 
I remain hopeful that these factoids 
are of little consequence. The fact is 
that it is very nearly spring, and nat- 
urally all our thoughts turn to mat- 
ters both haughty and cultural. 

It was with my mind full of such 
trifles, jellies and almond sponge-fin- 
gers, that I visited The One's gaming 
garden yesterday and hob-nobbed 
yet a while with the simple workmen 
who cosset its bistered tilth. 

"Tell me, simpleton", I began. "Do 
you ever wonder whether the leaves 
will return each spring?" 

"Er, no zur. We just plants the 




HARE'S BANE 
(Go/fas Sentlhillt) 
A shy and retiring plant 
which is difficult to culti- 
vate. Vou will need to 
^ persevere with plenty 
of fertiliser if the 
Smntlbilii is to fulfil 
its latent promise. 
Prone to attacks from 
bugs. 



dution"S sri rcnwoirc 
{boousi aoousi) 
A pretty looking 
platformer of the family 
Eacfusrvus M/arsut. 
This game is best suit- 
H ed to well shaded 
llj areas where it is pro- 
tected from slightly 
disgruntled editors. 



games, same as ever, zur. 

"And what are you doing now?" 

"Worms, zur." 

"Worms." 

"Ah." 

"I see. And what do they do?" 

"They kills each other, zur." 

"Excellent. And this is..." I asked, 
gesturing prissily to a particularly 
blighted looking corner. 

"Next Month, zur." 



"Next Month?" 

"Ah. Tis where we tell them there 
readers what's going to be in the 
nextly new fangled issue" 

"Is it. by crikey!" 

"No. 'Tis by one o' them daft big 
city journalists what takes a long 
time to say nothin' at all." 

"I see. And why is that then?" 

"We don't rightly know zur, but 
we reckons 'tis on account of he 



don't know diddly squit!" 

Then, with a knowing look and a 
sly peck on my stoat the gardener 
extracted an old tobacco tin from his 
waistcoat pocket. 

'Want to see 'un7" he cackled. 
"Who?" 

"David Pleasance, zur. I keeps him 
in this 'ere baccy tin." 

"What!" I gasped. "Commodore's 
biggest cheese, prime bacon and 
shaker-maker, all rolled into one top- 
notch bloke, a prisoner! A lag. as it 
were, in the shag?" 

"The very same zur. If you look 
closely you can see his willy." 

I peered excitedly into the shining 
interior of the tin. "But there's noth- 
ing there!" I exclaimed. 

"Ah. He'll most likely be off nego- 
tiating an embryo with them com- 
pany liquidisers then." 

So, finally, we had come to the 
malapropisms. The last milestones to 
pass before the gates of the twilit 
home for the comically senile clang 
behind us forever. The final sign 
before the wretched one marked 
The End'. 



Dear Mr Newsagent, 

Please reserve me a copy of The One every month, 

Name: 

Address: , 
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Sports Management 



PROFESSIONAL 

FOOTBALL MASTERS 



The Most Innovative Football Management Game Ever. 

On the hardest level this very realistic simulation will test you to the limit. See if 
you've got who! it takes to master the professional football league managers fob 
using the most refined game available today. 

In 1989 £J,P. were the first tompany to create a commercial football manage- 
ment game solely dedicated to the 16 bit computers. Since then, we've been 
continuously devising new features with the direct consultation of hundreds of 
management game fans. This winning combination has created the most accurate 
representation of what football management is all about. Once you try it, you'll 
realise that the rest have merely been following our numerous leads in this field, 
It's impossible to do justice to the hundreds of meticulous refinements included in 
this gome but you will find a large proportion of the most siqnificont below:- 



Mitogen: I to J Hanoi payen. 'b*o»ow *r»>nci Vwqqk d 
(** north/ leav fccl my learn many oWjnlo WW*. 
Ajvyawd leaves K mole ** gome 01 easy o» hrd at you It* 
League ft Cup t 22 twmi. D~»»io« I 2 & 3 Ko*e U Wmi, 

We. away pool aile. weded dt»). Europecr Cup (obei 5 bbt itwi 

OOMH E Veo-ly hWp«Wi I V Wee* A xMu/ibuh. Ret^t hon 
fre*om •e*i*g ** sppo-vf. o riftac irawi 
Ptoyen: Ml* mMnafcy 04/9J waton «t*faW"w*>, to 
K*>bu fog 1 * opt tmt tnvulif mart*). Gwrati-ce* 
negolfliom, Wet-rd bof |leVngV/boff Loan, iw* Tto.n.r»g. 
ipe:o !in**ei. Gao*l (leperc* lUI comoomJ 
Oefendeo. MdlieUen. A*xien & UWWy. (itWsfl** fweign 
"own. LWoppy ptofen. Tee 'QHttfsncB 
Ten : fates |1000 dtdrent eocttrWwi). Troaug, Aga/eibc* 
foraotan db*i ipeohc ployw Wd Wtingi {Wro**, 5««epaf pK| 
Qufa : Spowihp G*o»»d impftwrerfi V<«* wppone« fwn 
Ifw Match : Keoi tone Kmbood 'earing go» & injunes yelow/ffl i 
thsnge tocta femohoni cr«J mole »<*h Phyvcd D'opwcol pm>y porti 
Other; toil lood/iow fnn* oc«u 0*» 30 optteni to * -on*! 901 
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"^•Jf, THE PULSE 

Horse Racing Tipping System 



If you want the best horse tipping software that money can buy, then THE PULSE is it. The whole package has been developed by o professional punter. A fact, instantly 
recognised by many other well informed buyers of this product. The advise contained within the instruction book alone could save you plenty of wasted bets and anyon 
serious about reducing their losses or increasing their gains could not find a better tool to assist their aim. 



WCfilfl SIP QFISKET MASTERS 



A funtmtx giapf»eal ond/ot faclkal representation ot Cntket thai 
hos been completer/ written by a trodihooal fori. You (an 
physically participate with batting and/or bowtog or leave it to 
the compuiei to automatically handle. See full feature list below ■ 



PLAYER VARItTY 

• ^onSudinraUifaaQB 

• Idtofrjrtff hondw pto, on 

• tot)* fi tannj tfpn 

• - ID 6 

• Inta l>pB mJi* won. swig, 
ihanje aid tor lypa; ol ipn nlh fl 
lpetdlevds 

GAME OPTIONS 

• 1 Day tmted mn a W. 
■ MM 01 (otand dortipg. 

• Usee Citdf ^wids. 

• Gmuiv/hnan dnn 



FRIENDLY CONTOIS 

■Icon dntBnvilhpaoltiM 

• Imge 3D wolng ween roenng the 
biiIm tfninigvec 

• Mww (onhnh bntn'i In. kftp. 

Ma l*« »rtm^ 

• loyili* (nnnd of talwwli o"bI 

Muutq betaen *ni - - 
STATISTICS 

• S(««onJ I hOKftl oni^sR 



Hi 



VARIABLE CONDITIONS 

• Ian. tad IgM, doul um . i*m ( 
OmI ItunifltTy 

ANIMATED ACTION 

• SodH (ommenlnr 

• Li i- .(/"■■ 

•Mltwiho^(uf J pu^tM,« 

• AflMfc. dnpM i.iKh, 9 «m 
•Bcwhitx wde nl no tafc 



BOXING MASTERS 

A (ofaukoui gome whKh (onccnltoMi on iht manofenwirt •( uei "o 1 Haevywe^M 

"1 qi«*e aWertnt h> moil othot monogiiwiW iryU jmi unci rl hoi a high 
proportion of mtertKNm wrth (ompWr {oMnlod human yiiiniililni «. iwgoA«aioni 
wilhottiir monogsn. boiiof conrradi iloW kctmIm— I mid pwhhffy »»op »i . Thont ore 
many ofhe« lonvenhonal loilci for me monoger Bte mmiw| far iww baiiri finance. 
! rraiiang and e «cn fighl UcfXl are part of yaw mponiibilr'y: m>f«g Kill onadt arJion you 
1 ion partKipaee In yawr boxen' periofmon ca meiee me nng or. il yau prater, alracl 
rhen from the ringeida. Two player mode ovairotat, Sporting gropfiui are uud 
I mroughaif fhe game ond Kel detaili an the gomai major (onnati hHowit- 

•Tpwipwtai i XMfdbweenaMairW-'akbn >wnwor« a> age a* Mpey 
I • '*giiif -m-w*/ a»o OD»f ■ctcdfi ncigH va gf taprf* rn <vu nrd ta 3» w 

• O00* our ane li et* s<a»c*r M e pJ » ■* aa-ol * 10* ^ pMOMkmn. eeinm bnMtet: 

I • Ta» con opparf ox) In 1 Dtf jojtc snrw M e esma 'mn*g ■ekodi ocUe pudtbap ipHOoot. ■egfri •%rh'7t end ii>- ■ ■ . 
I'^Muncy^^rw^i^BB^-romaeyi •%boie'.srW««ntw,.- l i ■ ■ .f . 

• A^MolejrjacvbteAoiaMfilgV 1 p^BtaMorJ toboa> <re«r^w««rMl*ie^ad^iQcici 

• rVW *^ei ror* »e* *» rioM MIMA «M> «»W*»*»iowQie«^ B ^ioltd r o W OTr« 1 ^ynwt^( 
pe«--o« »«b*> a* •« *gi» « .t^at ^ « b» »e pe«e* 

|*A«aaMeMaWeWeM v n o-d p-^d o«J eWd s>« mt, awii • tad ond km Wry ■ ClWWa «*r£»oi beol 



Formula 1 Challenge 



Thi» motof racing itmulohon is on incredibJy addkhve gome for 1 la 4 player* that hos 
b«en developed over a period ot year* by true faru of the iport. You itorl the game with 
juit one cor A driver with the oim of building your team to win the drivers and constructors 
championship. All circuits, drivers, teams, cor graphics, rules, engines etc., ore accurate for 
the 1904 season and can be updated. Excellent presentation with full sounds effects. The 
sensational world of Formulo One awaits. 

• Worth rates cr they unfold, three Imfc of kpjilighti 

• Croshtt, spins, pte ucn, coi foikim, stco/ao penalties. 

• Wwitirn ihonoas, fostest S (word lops, make pKtops 

• Four ndeoondent bets of diHlcutty. 

• Accurate ond demileff grophm of the teoim, citcuirs etc. 

• I S Hums, ? con pa nam, 50 dnvers with varying skilh 

• Compleio onojr* ond lyre connects, sponsors. 

• Choose lyre lompourds. Ron your pet crew. 

• Tune you enghc, change wing seningi. 

• Quottying. 1 6 octurale rhampiinshp drruits 

• news section, iboIisIk sound FX, weorhor 'orecosls. 
•locd/wve gomes, slorfitics saved, blast FISA rub. 
*> Fui dnvers ond conslnjctors chflmptDnshos 

• Rifc deMnptrvB nsttucnon book 





ADDRESS 



SftjthentfijfrSeo. 
Essex SSI ?NB. England. 

TEL (01 702) 434600 

SPORTS RELATED PROGRAMS AND PROGRAMMERS WANTED FAX. (01702) 613747 



I 



M f f J V v H f 





^Slacli l^gcutl So{i-\J'oiv i 

till Bai&^4^^'L"iv-,\Vclwvu, llvtifc Ali) yNF 





si 



.1 -APT - 



ligcover new 
lands and I mild 
your awn 



• V 




•njoy a (YinvpLs tnuLt 
ni**tM?rinff new UMitincnis, * 

■ Hlli'i- .iiUIHIll till' (4iIj:>. Ail 



prmnuft.* ar 

\ 




! , i . u i y . . 



